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...a bi-monthly magazine mailed pretty close to the 
first day of January, March, May, ] uly, September 
and Nnvemher. 

The General is edited and published by The 
Avalon Hill Company almost solely lor the cultural 
edification of adult gaming. (It also helps sell 
Avalon Hill products.) 

Articles from subscribers arc considered for 
publication on a gratis contributory basis. Such 
articles must be typewritten and not to exceed 700 
words. Examples and diagrams that accompany such 
articles must be drawn in black ink ready for re- 
production. No notice can be given regarding accep- 
tance of articles for publication. 

All back issues, except Vol. 1, Nos. 1 Si 4, which 
are out of stuck, are available at S! 00 per issue. 
Hull-year subscriptions ® $4.98, 

e 1964 The Avalon Hill Company, Baltimore, 
Maryland, printed in U.S.A. 

Cover Story . . . 

Man of Year Honor 
to U. S. Navy's 
C. Wade McClusky 

June 1, 1966, the anniversary of Mid- 
way, will pass by without too much of 
a hurrah from this nation. Probably 
because the battle didn't start until 
June 4. 

More than likely the battle wouldn't 
have started at all had it not been for 
one man. ...Lt. Coramdr. C. Wade 
McClusky. Where all others failed, 
only McClusky was able to locate the 
on rushing Japanese Carrier Forces as 
they sped toward the strategically im- 
portant island of Midway. 

Flying his Dauntless Dive Bomber, 
McClusky turned right instead of left 
and by intelligent calculation figured 
out where the enemy would be. The 
rest is history. McClusky 1 s wing de- 
stroyed two carriers on the spot as the 
battle for supremacy of the Pacific be- 
gan. 

Historians have disagreed as to what 
actually followed. Some say that 
McClusky returned to his carrier, the 
Enterprise, then took off and sank a 
few more enemy ships. The fact of the 
matter is, McClusky was riddled with 
bullets as he was chafed by several 
Japanese zeros and barely made home. 
Once on board he was relegated to sick 
bay for the duration of the Midway con- 
flict. Nonetheless, his initial contact 
provided the U. S. Forces with the head 
start they needed to overcome the 
handicap of being grossly outnumbered 
in ships and planes at that time. 

Those of you familiar with the game, 
Midway, know that the Japanese have a 
definite advantage and 3hould win the 
game everytime. Thus you know exactly 



how great a contribution McClusky' s 
initial search was. 

Now retired from the Navy, McClusky 
is very active in Civil Defense. Un- 
fortunately, his innominate nature has 
left him with a smaller niche in history 
than he deserves. But fortunately for 
Avalon Hill, making his home in Balti- 
more county made it quite convenient 
for Avalon Hill to make use of his per- 
sonal services as historian and technical 
advisor for the battle game, Midway, 

No doubt the coming year will see a 
resurgence of books and movies on this 
particular conflict, Avalon Hill now 
wishes to go on record as being the 
first to bestowupon him the honor he so 
richly deserves - Man of the Year, 



Operation Atsui 



By Bill Stone 

Operation Atsui, (whieh is Japanese 
for 'hot',) was designed by me to defeat 
any American forces that might attempt 
to stop the Japanese from taking Mid- 
way and defeating the American fleet. 
Most often I have seen Japanese plans 
for MIDWAY that call for the Nip com- 
mander to wait, mass all of his forces 
together, then steam across the board 
and crush the enemy with heavily super- 
ior forces. Therefore, this plan entails 
the use of smaller, less powerful Jap 
forces put into play somewhat earlier 
in the game. The ta3k forces keep the 
American guessing as to the where- 
abouts of the Nipponese concentrations, 
and, although they may seem numeric- 
ally inferior, the position of the car- 
riers usually affords the Nip planes 
mutual support. The Japanese must 
expect heavy losses to TF- 1, (in many 
run-throughs it was virtually annihilat- 
ed, ) which is very vulnerable at first. 

Start Search Force (Tone) on turn 
Jfl at A-l-A: A-l-I, B-2-E, C-3-A, 
B-3-H, C-4-D, C-S-C, D-5-H, E-6-D, 
D-7-B, C-7-F, C-6-I, C-6-C, C-5-F, 
joins TF-II. 

The Tone is on the board only be- 
cause it is a good idea to be able to see 
what the Americans are doing. The 
maneuvering allows the Tone to search 
roost of the board and still keep away 
from the American planes. 

Start TF-I (Hiryu, Soryu, Nagara, 
Chikuma, Kirishima, Haruna) on turn 
#B at A-l-A: A-l-C, B-l-H, C-l-G, 
C-l-1, D-l-H, E-l-G, hold, E-Z-F, 
F-3-B, hold. 

Because of its weakness in anti-air- 
craft power, TF- 1 should keep half its 
fighters on CAP when within range of 
American planes. This group is sup- 
posed to contest the American fleet with 
its planes and avoid ship-to-ship com- 
bat. 

Start TF-2 (Kaga, Akagi, Haguro, 
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Myoko, Kongo, Mogami, Mikuma} on 
turn #10 at A-5-D: A-5-F, B-5-E, 
C-5-D, C-5-F (joined by Tone), hold, 
D-5-E, E-S-D, E-5-F. 

This is the main Nipponese force: 
it can support TF-1 in striking the 
American fleet, but should save its 
strength for the Midway reduction. 

Start TF-3 (Zuiho, Atago, Yura, 
Cholai, Hiei, Kumano, Suzuya) on turn 
#11 at A-6-A: A-6-C, B-6-B, C-6-A, 
C-6-C, D-6-B, E-6-A, E-6-C. 

TF-3 is the invasion force and can 
usually be moved secretly across the 
board to attack Midway. It goes with- 
out saying that you should protect the 
Atago. 

Start TF-4 (Nagato, Yamato, Sendai, 
Mutsu, Hosho) on turn #16 at A-5-G: 
A- 5-1, B-5-H. 

Use TF-4 to harass the Americans 
if they try to run westerly from Mid- 
way. Surface combat is best if possi- 
ble. 

At this point, Task Forces 1, 2, & 
3 should be on Midway by 0900, June 5. 
Launch an airstrike with all but TF'e 
2 and 3 fighters on Midway, (reducing 
it to aero in one turn, most likely, } at 
0500. Send the TF 2 and 3 fighters up 
over TF's I and II. 

I would appreciate any comments or 
criticism: Bill Stone, Box 547, Freder- 
icksburg, Va. 

Helpful Hints 

for Hopeless Oafs 

According to a recent survey, the 
aggregate won - loss record of those 
who have advertised in the "Opponents 
Wanted" section is 7,097 wins - 16 
losses. 

You winners, whoever you are, need 
read no further. This article is dedi- 
cated to the 7,097 losers. We shall at- 
tempt of offer in the following paragraphs 
some hints on how you can improve on 
your record. We do not claim to put 
forth infallible hints but any kind of help 
we offer is better than the present ad- 
vice you have been long suffering under. 

Football Strategy: On defense, start 
conservatively and use Defenses E, F, 
and H quite often. Just when your op- 
ponent feels that you are developing a 
stereotyped pattern, throw in Defense 
I and an occasional B and C. Give up 
the short yardage and force him to call 
more ground plays. On offense, avnid 
the "Fumble" and "Interception" plays 
while awaiting for some hint as to 
whether your opponent will play con- 
servatively or will gamble on defense. 

BascbaU Strategy: On defense, avoid 
giving him the long ball even if it means 
your opponent "single-doubles" you to 
death. Start the game with the average 
Team Fielding Value behind a left- 
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handed junk-ball pitcher. When in 
trouble and you need a few outs that 
will not advance baserunners, come in 
with a fast-baller, preferably left- 
handed. At bat, goad your opponent 
into defending exactly as described 
above. He will eventually panic and 
give you the opportunity for the long 
ball in which case an educated guess 
Will prove beneficial to you in the long 
run. 

Dispatcher: Unfold the playing board 
and sit at the western dispatcher's seat 
as quickly as possible. 

LeMans; When team racing with 3 
or 4 cars at once, get a slower car out 
front if at all possible. Slow cars can 
often block the path of opponents faster 
cars preventing them, from taking their 
full speed allowances. Take chances 
on the curves. The gambler wins this 
game. 

Management: Do not ovcrconstruct 
factories. One standard and one auto- 
mated will be plenty. Sharpen up on 
your memory.,, the Buyers' markets 
and Sellers' markets are equally divided 
over the 24 Situation Cards. As the 
months pass, knowledge of this ratio 
will help you better predict the coming 
market conditions. Do not over-pur- 
chase the Raw Material units. . .failure 
to sell the Finished Inventory Units re- 
sults in high overhead costs. Again, 
analysis of your opponents' actions, as 
in Baseball and Football, makes Man- 
agement a game in which the better 
player wins every time. 

Verdict II : No strategy here; basic- 
ally a game of simple memorization of 
courtroom procedures. 

U-Boat: As the Destroyer Escort, 
stay clear of the U-Boat's torpedoes 
(move only one square per turn) until 
you feel your opponent has used up his 
torpedo allotment. Always approach 
in a manner where you can pass over 
no less than 3 of the h squares the U- 
Boat could have moved into under emer- 
gency speed. A3 the U-Boat, conserve 
your torpedoes in the event the Destroyer 
Escort players plays a waiting game. 
When under depth charge attack plan 
your move so that the Destroyer will 
not be able to cover many of your passi- 
ble locations, Lull him into facing away 
from the convoy at the end of his Turn. 
Avoid middle depths, stay either at the 
bottom or 100 feet. Most Destroyer 
players drop depth charges to ZOO or 
300 foot depths, figuring a near miss 
being just about as good as a hit. 

Battle Games in General: It is im- 
possible to offer all-encompassing ad- 
vice in a brief paragraph. With so many 
variables found in each game, there 
develops a thousand and one different 
strategies. , . many of which are excel- 
lent. We will attempt, here, to offer 
a few generalities of play improvement 



that can be applied to all battle games; 
the military commander must have a 
plan. This plan must have a principal 
objective. The plan itself must be pre- 
dicated on simplicity as experience 
shows even simple plans are difficult 
to carry out. You must have unity of 
command in order to achieve your ob- 
jective, you must sooner or later revert 
to the offensive and to succeed on the 
offense you must employ a prudent man- 
euver in order to place your combat 
units into a mass in a place where you 
canachieve adecisive local superiority. 
You must effect economy of force in all 
areas so that your mass is as powerful 
as possible at the decisive point. This 
mass, or center of gravity, must ap- 
pear as a surprise to your opponent so 
that he is caught off balance. You must 
maintain a satisfactory degree of se- 
curity in less vital areas so that you 
yourself are not surprised and caught 
off balance by opponents' attempts at 
creating this surprise. 

Now let's see same of you losers 
get back on the winning track. If you 
can't, remember there is always our 
Squander game - the game for born 
losers. 

Avalon Moves 

Below the Hill 




You've heard of people living on the 
wrong side of the tracks. Well, sir, 
Avalon Hill has moved under the tracks. 
Their new location at 4517 Harford Rd. 
is actually below street level overlook- 
ing Sunken Height s Terrace, a suburban 
melmpiod of northeast Baltimore. 

"Down in location but up in quality" 
is their motto. . . and the move into ex- 
panded facilities serves to combine 
most of the functions of game publish- 
ing heretofore subcontracted. Avalon 
Hill now has its own art, typesetting, 
platemaking and printing facilities all 
under one roof. 

Why the move? Usually, the stock 
answer is: young companies soon rea- 
lize that to operate more efficiently 
they must consolidate their efforts, 
just as an army commander masses 
his troops to engender unity of com- 
mand and economy of forces. 
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For the specific reason behind Ava - 
lon Hill's move, we asked their imagi- 
native young marketing director, 
Thomas N, Shaw: He replied, "We're 
a young company and realize that to 
operate more efficiently we must con- 
solidate - just as any Army Commander 
masses his troops to engender unity of 
command and economy of forces, " 

Pointing the same question to their 
Vice President, A. Eric Dott, he uner- 
ringly replied; "This expansion move 
will enable us to produce the games at 
less cost per unit - that's why we in- 
creased the prices of our games last 
March, .. hmmm, that doesn't sound 
quite right does it?... I really don't 
know now that you come right down to 
it. Actually, you better ask President 
Sparling for the reason behind our move, 
you can't expect me to know everything 
about the company now, can you?" 

You bet you don't know everything 
about the company. . . President Sparling 
retired several months ago. 

Noting that we were not about to get 
a serious reply from these clowns, this 
report must end on the prediction that 
Avalon Hill's move will be of ultimate 
benefit to the loyal game fanatic in that 
this expansion will guarantee a continu- 
ous flow of quality products for the 
above-average person and provide room 
for Avalon Hill to develop a closer com- 
meraderie, through continual upgrading 
of this magazine, among the dedicated 
hard-core group of Avalon Hill devotees. 

Midway by Mail 

By Dr. Earl Hodin 

The game, as outlined, is played by 
three people - each one in turn acts as 
JUDGE in a suggested round- robin of 
three games. The use of a third player 
admittedly is a disadvantage by way of 
its inconvenience; I believe, however, 
this will be partially compensated for 
by several advantages - greater realism 
in places and an accurate check on re- 
corded results, to name two. I have 
not tested the method as yet; however, 
I would he perfectly willing to act as 
JUDGE for any two players who wish 
to try it out. 

The JUDGE in this system acts not 
only as a roller -of- dice, but as an arbi- 
tractor of all disputes arising out of 
inadequacies of the system as outlined. 
I trust this will add an element of self- 
correction to what would otherwise be 
an ambitious undertaking. 



A- U. S. Player 



B - Japanese Player 



SEARCH PROCEDURE 

1. A fe B advise JUDGE of: 
(a) movement of ships 
(hj Search Plan - listing all areas 
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they wish to search, in order - they 
may, if desired, place ~STQP ORDER 
at any paint (e, g. , "stop search when 
one carrier located, " or "stop search 
after air searches if at least one ship 
located, " etc, ) 

(c) "Readying" and/or "De- 
readying" specifics for all carriers - 
JUDGE will assume that all planea 
once readied remain so and all planes 
refueling are ready on next turn, un- 
less otherwise Informed. 

2. JUDGE conducts search, taking 
into account all STOP ORDERS - an 
automatic STOP comes into effect "when 
all the ships of one side have been 
located - JUDGE then advise A t B of: 

(a) areas opponent has searched, 
up to any executed STOP. 

(bj successful search results. 

(c) presence of JAP ships at 
MIDWAY, if any - identified ATAGO by 
name if applicable, 

(d) conjunction of opposing ships 
in same zone, if any. 

AIR-TO-SHIP GOMDAT 

1 . A St B exchange operations plans 
- a copy of each goes to JUDGE 

2. Ail Defenders decide 

(a) Fighter planes stripped-off, 
if any 

(b) Disposition of ships in Com- 
bat Zone(s). Copies of this are sent to 
opponent and JUDGE 

3. All Attackers decide disposition 
of attacking planes - copies oi this are 
sent to opponent and JUDGE 

4. All Defenders assign anti-air- 
craft fire {and stripped-off planes if 
any} - send to JUDGE only 

5. JUDGE resolves all combats 
(fighter vs. fighter and air vs. ship) 
and sends results to hoth opponents - 
he also sends results of any attacks on 
MIDWAY and, taking into account the 
presence of any JAP BBS on MIDWAY, 
advises both players of new Relative 
Fortification Strength - finally, he de- 
cides the type-losses of planes on MID- 
WAY (if any) by equal distribution among 
the three types - odd numbers of losses 
are assigned in the order (1) F (2) D 
(3)T 

6. A St B advise each other of loca- 
tion of ships that have launched or re- 
ceived attacking planes - they infurm 
JUDGE of specific landings (may be 
done in same letter as new Step #1 of 
Search Procedure) 

SURFACE COMBAT 

1. B sends initial disposition & 1 st 
move to A and JUDGE 

2. A sends initial disposition St 1st 
move to B and JUDGE 

3. B sends Eire Pattern (if within 
range) to JUDGE only (A, when he is 
within range, sends Fire Pattern to 
JUDGE in his STEP #2 letter) 

4. JUDGE resolves all combats and 
sends results to both players. If a 



player wishes to withdraw, he must 
include this request in his "Fire Pat- 
tern" Step (#2 for A, §i for B), but 
only in thai letter to the JUDGE - JUDGE 
will resolve all withdrawal attempts 
and enclose results along with those of 
the combat- if withdrawal successful, 
resort to SEARCH PROCEDURE; if not, 
repeat SURFACE COMBAT Procedure. 
Of course, the means by which one 
phase resolves into another is governed 
by the original MIDWAY BATTLE MAN- 
UAL, Earl Hodin, M. D. , 18F Clint- 
wood Dr., Rochester, N.Y. 14620. 



Play-by- Phone 



A friend and myself have played by 
phone off and on for quite sometime 
now, so was surprised to see a system 
in the latest General (March, 1966). I 
agree with the system through step 2, 
but 3, 4 and 5 make it much harder 
then necessary. All that is needed once 
the move is agreed upon (assuming that 
both parties have the same phone book) 
is for one to call off a page number — 
followed without pause by the other 
party naming a column and item number. 
Each party notes the numbers. This is 
repeated as many times as there are 
combats. The parties then look up in 
the book the designated coordinates and 
take the last digit of the number (count- 
ing the columns from left to right and 
the items from top to bottom) and check 
their results. This eliminates all the 
adding, name copying, and other con- 
fusion that the published method con- 
tains. It is so fast that in the early 
moves of Afrika Korps more than one 
round can be played in a single conver- 
sation. I hope this will be helpful to 
any persons who read the original arti- 
cle and are using that cumbersome 
method. David J, Simecek, 3017 Wood- 
lark Lane, St, Paul, Minn, 55111, 

The AH Intercontinental 
Kriegspiel Society 

Mr. J. K, Norris of Wick, Caithness 
(Scotland) has been choosen the Rep- 
resentative of the Avalon Hill Inter- 
continental Kriegspiel Society (AHIKS) 
for Great Britain, Mr. Norris has 
many years of experience in war gam- 
ing and is well oriented about all Avalon 
Hill war games, especially Stalingrad 
and Blitzkrieg. Adult players in Great 
Britain or Ireland may contact Mr. 
Norris for information about the AHIKS 
and an application form. 

ICRK Replaces Stock System 

The 'Individual Combat Resolution 
Key 1 (ICRK), developed hy the AHIKS, 
has found such an enthusiastic accept- 
ance, that this system is now adopted 
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as the Only method for resolving com- 
bat within the Society. This eliminates 
the need for stock listings and saves 
much time and inconvenience. The 
ICRK service, however, can only be 
extended to members of the AHIKS. 

Guadalcanal Accepted By Ahiks 

Guadalcanal, Blitzkrieg, Battle of 
the Bulge, Afrika Korps, Stalingrad, 
D- Day and Waterloo are the games of- 
ficially selected by the AHIKS. Any 
adult, who would like to be matched 
with an interesting opponent for a cor- 
respondence game, please contact Mr. 
Henry H. Bodenstedt, P.O. Box 8D9, 
Freehold, N. J. 07728. 

AH Play-by-Mail League 

The renewal of membership has been 
a success with an increase in new mem- 
bers, The office has an over -flow of 
game requests it hasn't been able to 
answer yet and it apologizes for it. 
After introducing the Bulge to our game 
list only one game has been able to be 
matched. This would lead one to believe 
that one of AH finest games is not pop- 
ular. 

Members; 



A new introduction sheet will have 
arrived or will be arriving soon. Please 
read this over thoroughly. It describes 
the league's policy onplay-balance rules 
and optional additions. Note the change 
in the stock list. 

Have you renewed your membership? 
If you are one of those who was not 
aware of the fact, just send your dues 
to the league office with any game addi- 
tion or address change. 

Want to join the only war-gaming or- 
ganization that will rate you according 
to your ability? Do you want to play 
with those who have the same experi- 
ence as yourself? Well that's what the 
league docs. To join just send for 
particulars to; Bruce Mathews, 423 W. 
First St., Cloverdale, Calif. 95425. 

Would You Believe... 

The Duke of Wellington and Napoleon 
Bonaparte were both born in the same 
year, 1769. Eachwasborn on an island, 
each became fatherless in boyhood, each 
had four brothers and three sisters; 
each attended military school in France 
and at the same time. Both became Lt. 
Colonels within a day of each other, both 
excelled at mathematics, both were 
great soldiers, and each commanded a 
great army. Both are remembered for 
Waterloo where one became victor and 
the other the vanquished. 



PAGE 5 

The Principles of War 
for the AH Wargamer 

by 

M. J. Frankwicz 

former Capt. , U, S, A, 

Capt, W.L. MicMurdy, U.S.A. 

M. Brundage, Editor 

About The Authors 

Mr, Frankwicz hag served nine 
years with the U.S. Army and is a 
combat veteran of Vietnam. He has 
maneuvered across many of the battle- 
fields depicted in AH games. At the 
time he left the army he was one of the 
few learned men in the art of Guerrilla 
warfare. At present he lived with his 
wife and daughters in St. Louis. 

Captain MacMurdy, the co-author 
of this series, comes from a long line 
of military men. He is at present 
stationed in Washington, D. C, where 
he is attending the Army's Intelligence 
school , 

Both these men are professionals 
and are well suited to bring to us this 
series. 

An Introduction 



This column will he an attempt to 
relate theory to practice. The theories 
we shall be discussing are the Princi- 
ples of War. 

There are those who criticize theory 
as being the work of a bunch of class- 
room and library- ridden scholars; a 
thing that every 'practical' personknQws 
won't 'work' in practice. These are 
the untried or the unwise and their suc- 
cess will be limited, if not already so. 
For in truth, 'the book 1 and 'the theory' 
are the result of a great combination 
of study and experience of successful 
veterans, and these men are generally 
the first to know when 'the book' doesn't 
apply. For although it is the best 
possible guide, we still have to do our 
own thinking. 

"You have to know 'the book 1 to know 
when to violate 'the book 1 ," a wise old 
commander used to say. The fact is, 
'the book' and the Principles of War 
usually apply. AH players who don't 
already know this will find that they 
apply to our favorite games as well. 

The Principles of War were first 
written in a meaningful fashion by the 
Prussian General Carl von Clausewitz 
during the Napoleonic Wars. They have 
appeared in many forms and languages 
since. This series will most often use 
the current U.S. Army version as a 
guide. If you are not as skilled at this 



kind Df wargaming as you would like to 
be, we hope to give you an abridged 
version of 'the book' from which to 
learn. If you are an accomplished 
military student, we shall strive to 
provide you with a useful reference 
manual. 

The list of Principles we shall work 
from includes the Principles of the 
Objective, the Offensive, Mass, Move- 
ment (sometimes called Maneuver), 
Economy of Force, Surprise, Security, 
Simplicity, Unity of Command and Co- 
operation (sometimes called Coordina- 
tion). Of course, there is some vari- 
ance from the real life application of 
these principles amongst the various 
games and we will discuss them as we 
meet them. You will see that these 
principles are much dependent upon 
each other, for example, Mass could 
not be achieved without Movement L 
Economy of Force. So, as a result, in 
any discussion it is sometimes hard to 
know whether you are talking about one 
or another of these rascals. However, 
we must provide for all of these in our 
game. Forgetting one will probably be 
a fatal mistake. 

Generally, we will present this 
series, a principle at a time, in the 
same order as the above list. Although 
each article will be separate, the high 
points of some principles, such as Mass 
and Movement, will require more than 
one article. You will see how each 
principle builds upon those previously 
discussed. Part of your success in 
application will come from your ability 
ta pin point these concepts mentally 
and form a kind of checklist which will 
help you to provide for all of them in 
your wargaming. If you like, prepare 
yourself a checklist from these articles 
with pencil and paper that you can easily 
refer to as you play. Many professional 
soldiers do just that far the real thing. 

You will be introduced to a sizable 
list of military terms. Some of these 
will be discussed several times in con- 
nections with various principles. When 
this happens, we recommend that you 
review the previous articles in which 
the term appeared to check the defini- 
tion and its use with other principles. 
This will help provide you with an over- 
all concept. At the same time, you 
will see how these principles connect 
together. 

Next issue: The Principle of the 
Objective ... Myron R. Brundage, 2437 
W. Sunnyside, Chicago, Illinois. 

Conditions of Victory 

by Barry K. Branch 

Warfare is never purely offensive 
or defensive, and victory in A-H games 
should not be a result of merely hang- 
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ing on until the time runs out, as it is 
for the British in Afrika Korps, or the 
Americans in Bulge, I would prefer to 
see A-H games embody victory objec- 
tives for both sides of a game, with the 
recognition that if both sides fail in 
their objectives, the result is a stale- 
mate. 

In A* K. , the German conditions would 
stand as is. The British condition of 
victory should be the similar control of 
the four cities, or control of the four 
areas plus the elimination of all German 
armored units. Any other result would 
constitute a continuing threat, and should 
stand as a draw. 

In Stalingrad , German victory is as 
stated. Russian victory should come 
from driving all but 5 Axis corps out of 
Russia; any less result would be a con- 
tinuing threat to Russia, and is a stale- 
mate. The Russians could also achieve 
a "double" victory by invading Germany 
- moving 10 Russian corps off the West 
edge of the board, Palish area, and 
keeping their supply openfor four turns. 

In Bulge , the German conditions are 
stated. Allied victory should result 
from (a) destruction of all but 6 panzer 
regiments, or (h) the Allies rolling all 
but 4 German units back East of the 
main Liege-South road {BB to FF) and 
holding the road and towns (Aywaille- 
Manhay - Houffalize - Bastogne - Marte- 
lange) free of German control for four 
turns, anytime after Christmas Eve. 
Though the Germans might not attain 
their victory, the Allie s would be stale- 
mated unless they reopen direct com- 
munications between their two Array 
Groups. I would also provide a "half" 
German victory in Bulg e. If the Ger- 
man finds he cannot cross the Meuse in 
force, and does not wish to go over to 
the defensive (to try for a draw), he 
could try for the limited objective vic- 
tory by following the advice of Model 
and von Rundstedt to swing North to- 
ward Liege, outflanking the Allied 
troops in the Huerlgen Forest and the 
Aachen salient. The Forest runs North 
from Monshau, and Liege is only about 
20 miles northwest of Spa. To achieve 
this objective, the German must move 
sufficient forces (using the number and 
type set forth for Meuse victory) off the 
board at BB North, and keep their 
supply open for four turns. Such a 
move, if successful, would have ser- 
iously threatened the Allied forces 
which had become embroiled during 
September, October and November in 
the fighting between Aachen and Mon- 
schau, and would have further stalled 
the Allied drive for Cologne. Hitler 
refused to settle for this limited ob- 
jective when his offensive was contained, 
but insisted on vainly trying for his 
larger "decisive victory". 

These double victory conditions 
would add flavor to the games, and 
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would recognize that the defensive 
player may not just sit and wait for the 
time to run out, but must - at some- 
time launch his own offensive and 
achieve some definite objective of bene- 
fit to himself. 

D-Day: the Left Hook 

Not to detract from the excellence 
of other A-H games, it is my opinion 
that D-Day remains the most fascinat- 
ing item in the line, due to the wealth 
of historical background on places and 
units involved, and because of the wide 
variety of possible tactics. 

Assuming your German opponent is 
capable, he will have set up his heaviest 
invasion defenses on the North Sea and 
Calais coasts, with few units in Brittany 
and fewer in the Biscay area. He will 
have strong forces in Normandy and Le 
Havre, One good invasion area that you 
must not overlook is Biscay. After the 
war, von Rundstedt admitted to British 
interrogators that he had greatly feared 
a Biscay landing, due to the lack of 
natural defense lines, and to the possi- 
bility of encirclement of the Normandy 
and Le Havre forces. 

The rules for 1961 or Tournament 
D-Day provide excellent opportunity 
for elimination by encirclement; this 
opportunity should be used to the fullest, 
for great battles can be won with a mini- 
mum of loss. Encirclement forces the 
German to do the attacking, and can 
cost him many units he would need 
later to man the Siegfried .Line. 

I recommend you consider invading 
Biscay, moving East along the Loire 
(which becomes an excellent flank de- 
fense line), then hooking your spear- 
head left into Caen or Le Havre, to 
open new supply ports. Even a hook to 
Argentan will do the job. If Adolf has 
left his units in Normandy and Brittany 
they will he encircled and destroyed; 
if he has pulled them out, you may open 
and use these ports, the same as if you 
had invaded there. Under 1961 rules, 
you may even hook your Schwerpunkt to 
Dieppe or the three Channel fortresses, 
putting heavy leverage on the North 
coast and luring reserves Westward. 
Because of the limit of forces landed 
through Biscay, the risk is great, but 
so is the prise. 

With ports opened, further hooks 
East and North are bound to draw units 
from the North Sea and Calais defenses, 
weakening them for the second landing. 
Barry K. Branch, Attorney, 2106 Elm- 
hurst, Royal Oak, Michigan. 

Blitzkrieg Air Power 

byC.R. Wagner, SSGT, U. S. A. F. 

If one was asked to point but the most 
distinctive feature of Blitzkrieg it would 



surely be the Air Power provisions. 
Yet, Air Power is not often the factor 
that determines the outcome of the 
game. Usually, the superior ground 
forces commander will have the game 
won before the effect of any possible 
air inferiority on his part can be felt. 
Why? So great is the difficulty in gain- 
ing overall air superiority that even a 
vastly superior air commander has 
little chance of pressing home his ad- 
vantage in time to effect the outcome 
of the game. 

For the purposes of the game and 
this article, air superiority can be de- 
fined as the ability to use every bomber 
and ground attack squadron on any tar- 
get within range, without suffering los- 
ses due to enemy fighter action. Obvi- 
ously, if one can gain this degree of 
control, he has the game won. It is al- 
so apparent that fighters are the key to 
air superiority. 

If both players are moderately com- 
petent, it takes a very long time for 
one of them to work a slight edge or 
local air control into overall superiority. 
Usually, each can get off one or two 
good strikes a turn, possibly trading 
fighter squadrons, until the game is 
won on the ground. The reasons for 
this essentially stagnant situation seem 
to he (1) the even starting condition, 
(Z) the low level of attrition of fighter 
units due to the present Fighter vs. 
Fighter table, (3) rounding off odds for 
FTR/FTR combat in favor of the inter- 
ceptors, and (4) the near impossibility 
of catching fighters on the ground. 

The function most limited by a lack 
of air superiority is that of interdiction. 
If one player can interdict 3 or 4 squares 
directly behind the enemy front in co- 
ordination with ground forces attack, 
that section of the front disappears! 
Try it without having a vast superiority 
of fighters and you must either cut down 
to interdicting one square, accept stiff 
losses of bombers by sending more 
than 4 factors to one area and protect- 
ing others, or accept losses of both 
fighters and bombers by spreading the 
escort evenly. Strategic attacks made 
within range of enemy fighters have the 
same drawbacks. You may get off an 
attack in an area outside the enemy's 
fighter range but unless he is entirely 
inept, you will not get many opportuni- 
ties. 

In order to keep the air situation 
from bogging down I have the following 
suggestions; 

1. Revise the Fighter vs. Fighter 
table. A very small increase in casu- 
alties would cause the air situation to 
evolve much more rapidly. 

Z. Round off interceptor/escort 
odds to the nearest whole number in- 
stead of in favor of the interceptors. 

3. Make it possible to intercept 
bombers along their route as well as 
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over the target. It would then pay to 
escoTt part of the way. Different groups 
of fighters could attack at different 
points, though only one attack per squa- 
dron, per turn would be allowed. This 
would require a good deal more skill 
on the part of both players, and because 
of increasing bomber losses, would 
require some very tricky replacement 
decisions. Needless to say, it increases 
realism. 

Some tips on playing under current 
rules fallow; 

1. If you manage a successful in- 
vasion, move some bombers in im- 
mediately. This spreads your opponents 
fighters much thinner. Medium bom- 
bers are especially suited for this due 
to their dual role. 

2. Having fighters at sea is like 
having ten extra bases. Keep them 
there. 

3. Sometimes a joint para-drop/ 
interdiction operation immediately be- 
hind the enemy front yields excellent 
results. Watch for a 1-4 to 1-6 in the 
paratroop screen on which automatic 
victory hy airborne units is possible, 

4. Limit yourself to one good air 
attack per turn, unless you have con- 
trol of the local air space. If you do 
have local superiority, use every bom- 
ber, every turn you can. 

5. Attack your opponents bases with 
strategic air power early and systemat- 
ically. Hit the most forward bases 
first and keep it up. Whoever starts 
this first has the edge. At the same 
time, garrison bomber bases close to 
the front with 7 factors whenever possi- 
ble. This requires a two squadron soak 
off. These garrison troops may also 
serve as local reserves. 

6. Control of the small minor 

country Northeast of Lake Fin sky is 
vital to the Blue defense and gives him 
three excellent bases. Deep penetra- 
tion over Red territory can be made 
with SAC bombers. If Red can hold 
this area, Blue runs out of easy de- 
fendable terrain and must disperse 
his aircraft to more widely separated 
bases. Red, however, can survive 
without holding this area. 

7. Replacements: Priority for re- 
placements should be as follows: 

1st - Airborne ground forces if 
you have suffered considerable losses, 

2nd - Fighters 

3rd - SAC and Medium bombers 

4th - Ground units 
If only one side follows the above 
program, that side will have complete 
air control by the 8th move. Do not 
replace ground units until all possible 
airborne and air units (TAC an excep- 
tion) are on the board. Do not let your 
opponent get more than a 4 factor lead 
in fighters. 

8. Remember; Fighters are the 
key - don't waste them. You can stand 



PAGE 7 

a. 3 or 4 factor losa of bombers much 
more easily than the same loss in. 
fighters. Comments please:* SSgt. 
C. R. Wagner, Box 6008, APO San 
Francisco 96328. 

Minor Country Armies 



in Blitzkrieg 



By Richard C. Giberson 

The use of minor country armies 
(see March '66 Issue) adds a unique 
dimension to the play of BLITZKRIEG. 
The following is suggested rules re- 
garding their use. When using this 
optional rule, disregard the Minor 
Country Rules from the Tournament 
game. 

MOVEMENT - -Movement of minor 
country troops is confined to their own 
country until the country is captured. 
Minor armies (MA), have no zone of 
control across their borders. Move- 
ment of MA is done by the opponent of 
the invader, 

CAPTURE OF MINOR COUNTRY -- 
Capture occurs by eliminating com- 
pletely the MA from the Minor country 
or by simultaneously occupying all 
cities in the minor country. When a 
Minor country is captured al! of the 
troops of that country revert to the 
control of the invading Army- -they 
then can be used in the same manner 
as ones own troops, thus they can cross 
other borders. 

It the second major power invades 
a Minor country before it has been 
captured, the country automatically 
reverts to the status of a captured 
country. It is considered as captured 
by the major power which has the most 
combat factors in the Minor country at 
the end of the turn in which the second 
major power invaded. 

PRISONERS - -Minor army troops forc- 
ed to retreat through enemy nones of 
control (or across borders) are taken 
prisoner instead of being eliminated. 
Prisoner units are placed upside down 
and underneath escorting troops. A 
total of 12 factors of prisoners can be 
on one square at a time- -this is in ad- 
dition to any escorting troops. 

Captured prisoners have to be mov- 
ed at normal movement rate to the 
Capital of the capturing army. Prison- 
ers may be air transported within the 
total maximum of 12 factors per turn. 
However, air transported prisoners 
have to be flown with a minimum of two 
factors of guards, hence a maximum of 
10 factors of prisoners could be air 
lifted on one turn. 

Prisoners have no defense or offense 
capability. They remain prisoners un- 
til freed or until their minor country 
is captured. 



FREEING OF PRISONERS - - Prisoners 
may be set free by Forcing the with- 
drawal of the escorting troops, or they 
may be voluntarily abandoned. Freed 
prisoners must proceed to a friendly 
city and stop for rehabilitation. They 
may not be used in offense until reha- 
bilitated. They may be used in defense 
of an attack, on the rehabilitating city, 
MINOR ARMY USE BY MAJOR POW- 
ERS--The prisoner rule for MA's re- 
main in effect. In this case however, 
4 combat factors of prisoners per turn 
must be eliminated by the capturing 
army. They must have been in the 
Capital one turn prior to elimination. 
LIBERATION OF MINOR COUNTRY - - 
If the other major power is able to oc- 
cupy all of the cities in a minor country 
which had previously been captured by 
the opponent, for two turns the country 
is liberated. All troops then revert to 
the control of the liberator. Any troops 
of the MA who at the time are in the 
zone of control of the opponent are auto- 
matically prisoners. 

INITIAL PLACEMENT OF MINOR 
ARMIES--The initial placement of the 
MA's are to be in their cities accord- 
ing to the Table below. 
MISCELLANEOUS RULES - -Minor Air 
Forces (including Air Transport) are 
not captured they are eliminated instead. 

There is no replacement factor for 
Minor country armies. 

Minor armies may be used to cut 
supply lines and they are subject to 
isolation rules. 

Minor country armies may not be 
moved on the turn that the second major 
power invades the minor country. 

Flying planes over a Minor country 
is considered a violation permitting 
the Minor country army to move, 

INITIAL PLACEMENT OF MINOR 
COUNTRY ARMIES 



Country 



City Troops 



YELLOW V-ZO 

M-14 
U- 11 
CC-15 

X-27 
EE-25 



3/3-6, 1/2-3, TAC, 

MDM 

1/3-3, 2/2-3 
1/3-3, 2/2-3 
1/4-6, FTR 



1/3-3, 
1/2-3 



1/2-3 



WHTTF. 



BROWN 



GREEN 



BLACK 



VV-Z5 
WW-3Z 
UU-37 
HH-31 

NN-33 
OO-30 

EE-34 

BB-31 
CC-39 

AA-42 
OO-40 



3/3-5, 1/2-6 
6/2-2, TAC 
5/2-2 

2/3-6, 2/3-3, TAC, 

FTR 

3/3-3 

1/3-3 

3/3-6. 1/3-4, 

TAC, MDM 

4/3-4, FTR 

1/3-4, 1/5-6, 2/2-4 

4/2-4 

1/3-4, 1/2-3 (Para) 

TAC, MDM 
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JJ-46 2/3-4, FTR 
JJ-38 1/4-6, 1/5-6, 1/3-6 
VV-42 3/3-5, 1/6-3-4 

Comments: Richard C. Giberson, 1422 
Agnes, Richland, Washington 99352. 

The D-Day That Was 

by Ralph Fellows 

Those of you who have been playing 
the German side in D-Day and winning 
at it might like to try their hands at a 
game starting with the troops in the 
positions they actually occupied when 
the invasion took place. The following 
set-up is derived from the West Point 
Atlas of American Wars; 

Statics : First, throw two away. One 
was occupying the Channel Islands, while 
the other apparently did not exist. Note 
that not all are placed directly on coastal 
squares. Put two statics on 0-25 and 
one each on 



E-12 


Q-27 


DD-42 


G-14 


Q-28 


FF-41 


J- 17 


R-30 


II- 32 


K-19 


R-34 


LL-27 


L 21 


R-35 


LL-44 


M-20 


S-30 


RR-26 


M-ZZ 


S-32 


SS-3Z 


M-23 


U-40 


TT-28 


N-24 


V-43 


TT-31 


P-26 


X-42 




Infantry; 


Taking 


your chi 



tween 3-4-3's and 4-4-3's, put one 
division each on 

0-24 V-38 

P-25 Y-41 

R-28 PP-47 

S-33 SS-36 

S-34 UU-39 

U-42 and one off the board, south 
of VV-43. 



Parachute; Put the 6/2 regiment 
anywhere you feel like, but stay around 
Brittany, 3rd Division goes at W-42, 
5th at X-39. 

Armor: Exact units, for a change: 



Lehr X-32 

2nd P-24 

9th RR-33 

Uth KK-41 

Zlst T-32 

Headquarters: 

OBW X-21 

Neth H- 1 3 

B V-27 

G 00-39 



116th T-28 
1st SS L-17 
2nd SS QQ-40 
12th SS U-31 
17th SS CC-35 



let LL-40 

7th W-35 

15th O-ZO 

19th 00-29 



Note that an unusually large number 
of troops are located in the Southeast. 
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These were, for the most part, doing 
unmilitary things like fighting guerillas. 
When playing, you have a tremendous 
advantage over the original generals: 
you are one, they were many. They 
could not arrive at a workable plan for 
dealing with the invasion, although they 
apparently had some defense in the North 
Sea area that is not included in the 
game. With your troops in these posi- 
tions, you will probably not have to 
worry about an invasion in Normandy, 
since nearly all the other areas are 
better suited for such operations. If 
you can holdout as long as the Germans 
did in the actual war, you have played 
an extremely good game under the cir- 
cumstances. Ralph Fellows, Tremont 
Street, Duxbury, Mass, 

German Chances 

in Stalingrad 

By Carl F, Knabe II and 
Roger R. Cormier 

Due to the historical accuracy of 
Avalon Hill games, it sometimes oc- 
curs that a game is created "unbalanced" 
in favor of the side that had the advan- 
tage in real life. One such game is 
STALINGRAD: even with the reduced 
4, 5, 6 replacement rate for the Rus- 
sians and the play-by-mail combat 
chart, the Russians will win virtually 
every time that the game is played by 
two fairly competent opponents. As a 
result of this fact the German should 
not play a conservative game. The 
German will have to fight selected 2 / I 1 s, 
1/2's, or, in dire necessity, evenl/1's, 
and be lucky in order to win. In STALIN- 
GRAD the German must fanatically seek 
every edge through use of terrain, 
movement, and combat. 

The question arises: if the German 
must take chances in order to win, why 
not fight 1/1' s, 1/2's, and 2/1's against 
the entire Russian line on the first turn 
and hope? The answer is that the odds 
are too much against the German in 
this procedure; even if he receives 
"better than average" luck, chances 
are that he has still lost too much force 
in the attacks he didn't win to have the 
mass left to take advantage of the op- 
portunities that have been created. 

The key is in the word "selected" in 
the statement that the German must 
fight selected 2/1's, 1/2's, and possi- 
bly, 1/1's in order to win. The neces- 
sity to retain some mass requires that 
these "non-conservative" battles only 
be fought when there is some definite, 
important, strategical or tactical ad- 
vantage to gained. Such important 
Strategic battles might be 2/1 attacks 
that could result in the early capture 
of such cities as Brest Litovski, Kiev, 



Minsk, or Smolensk, and, of course, 
Moscow, Leningrad, or Stalingrad, 

The application of this principle can 
be adequately demonstrated against a 
Russian initial defense actually used by 
a nationally known war-game club of an 
Eastern college. This defense is tac- 
tically perfect, in that only one defense 
doubled 3/1 attack can be made, and 
that, only at the cost of placing all the 
German strength in the easily contain- 
ed South and at the possible cost to the 
German of more than the unit and posi- 
tion are worth. However, this defense 
contains a serious strategical weakness 
which, if properly exploited, can result 
in the German gaining that initial edge 
essential to winning the game. 





The strength of this defense is that 
the Russian, by concentrating power 
in the southern part of his line, ha9 
avoided giving the German a crack at 
a delaying unit at basic odds. The 
weakness of this defense, as is BO often 
true, is the result of its strength. In 
order to concentrate power in the south, 
the Russian has left the Finnish Front 
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weak and has treated a situation neces- 
sitating movement north of most of the 
Russian units on his part of the first 
turn. The cavalry and armor unite on 
the northern bend of the Nemunas River 
move north to reinforce the southern 
part of the Finnish Front; the 7-10-4's 
and the 5-7-4' e on the Bug River travel 
along the railroad through Minsk in 
order to take up defensive positions 
behind the Nemunas River; and heavy 
units go north to protect Brest Litovsk 
and the Bug River. The key part of 
this whole defense is the movement 
north along the railroad of the 7-10-4's 
to square V19 and then the using of all 
four normal movement squares to posi- 
tion S18, where the 6th cavalry is shown 
on the diagram. 

The German takes of the Finnish 
situation by a defense such as one ex- 
posing only two 3-3-4's giving the Rus- 
sian at heat a 6/1 and a 5/ 1 crack, and 
concentrating strength in the southern 
part of Finland in order to nullify the 
benefits of the possible movement north 
of the Russian cavalry and armor units 
from the Nemunas, 

Realizing that if this northern move- 
ment of the Russian arrr,y can be pre- 
vented at any point, a condition of tem- 
porary weakness in the Russian line 
will result north of this point, the Ger- 
man attack comes in the center against 
Brest Litovsk and the Bug River. The 
German fights a 2/ 1 and a 1/2 against 
the two 7-10-4's, splitting up the units 
in each attack such that both have units 
on squares AA14 and Z15, If either 
attack succeeds, the unit(s) remaining 
on square Z15 will cut the railroad 
through Zl6 with its (their) zone of 
control, thus preventing the 7-10-4's 
from reaching S18. This means that 
not only will the Russian offense in 
Finland be crippLed as the cavalry and 
armor units will have to remain to de- 
fend that part of the Nemunas which the 
Brest Litovsk-Bug units can no longer 
reach, but also there will have to be at 
best 5-7-4's on 518 and the German 
will be able to break the Nemunas River 
with a. 3/1 attack on the second turn! 

There is an 84% chance of one or 
both attacks succeeding. In the event 
of an exchange or 1/2 A-Elim. the 
German lo3es the three infantry units 
and one 8-8-6, leaving the three re- 
maining armored units in or adjacent 
to Brest Litovsk. There is a 38% 
chance of actually occupying Brest 
Litovsk, due to a combination of a D- 
Back or Exchange in the 1/2 attack and 
any one of 7 possibilities in the 2/1 at- 
tack. Naturally, the 1 /2 is fought first. 
There is a 50% chance that the German 
will lose no factors in the 2/1 attack 
alone. Three 5-5-4's are used to fight 
the three soak- off s, the average total 
loss for these being 4.5 factors. Op- 
tionally, one or two 7-7-4's may be 



used to fight l/2 r s since soak-offs are 
already required and a D-Back places 
the unit on the wrong side of the swamp, 
away from the Nemunas. Outside of 
the 10% chance for an A-Elirn in the 
Z/l battle and using 1/3 soak- off s, the 
average German loss is 17,6 factors 
and the average loss is 8.9 factors. 

The three Russian delay units are 
eliminated at 7/1 odds. The German 
armor and major strength are held in 
the center to exploit any breakthrough, 
with sufficient force in the south for an 
attack across the Prut, in the event of 
a much weakened Russian defense there. 
Three 4-4-4 (and/orj 4-4-6 units are 
placed on each of the following squares: 
MM8, MM9, and FF10 in order to be 
able to outflank Russian Units along the 
Hungarian Border. Optionally, the 
German may also fight a 1/Z (a 4-4-4 
and a Z-2-4) against the Russian 4-6-6 
(the 6th) next to the Hungarian Border, 
as this could result in a definite posi- 
tion gain. A 1/2 attack which cannot 
result in a meaningful gain of position 
is usually a bad risk. As a general 
rule, fight 2/1's rather than l/2's, as 
they accomplish more in destroying 
enemy units and in acquiring positions 
at less cost in factors per the same 
gain. 

Of course, if the. German receives 
an A-Elim. in the 2/1 battle, he has 
probably lost the game, but he has lost 
it anyhow if he plays conservatively 
against good competition. 

On the other hand, by using selected 
2/1 and 1/2 attacks, such as are seen 
in this illustration, if the German has 
some luck he has decisively improved 
his opportunity to win! 




Address comments to Carl F. Knabe, 
338 South Grant St, . Bloomington, 
Indiana 47401. Or to Roger R. Cormier, 
Memorial 323, Indiana University, 
Bloomington, Indiana 47401. 

Tank Tactics (or Tactics I i 

by David Gasser 

One of the surest ways to lose a game 
of Tactics II that I am aware of is the 
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improper placement and use of armor. 
Since the armored pieces are the most 
valuable, with the possible exception of 
paratroopers, the method with which 
they are used greatly affects the out- 
come of the game* 

PToper placement of tanks within the 
bivouac areas is vital. If you arc the 
attacker, itis a good idea to place them 
close to a port, if your strategy neces- 
sitates a deep thrust into enemy terri- 
tory. If you are the defender, they 
must be placed, where they will be close 
to the anticipated enemy action, but, as 
defender, never count on having the use 
of any one port, because it may be in 
enemy hands when your turn rolls 
around. 

An all too common misuse of tanks is 
to scatter them all over the board, in an 
effort to "cover all areas". Tanks are 
powerful attacking pieces, and have 
maximum strength when grouped fairly 
close together. (Generally, however, 
tanks should not be placed adjacent to 
each other when playing with the nuclear 
capacity rule. ) 

One of the most effective types of at- 
tack is one in which the main blow is 
dealt by armor with the support of in- 
fantry, with a reasonable amount of 
units held in reserve. Do not use tanks 
in attacks in odds lower than 3 to 1 ; or 
use two tanks to attack an infantry at 4 
to 1, because an exchange will result 
in your losing more than your opponent. 

"Sandwich" Attacks Are Useful 

Should the situation arise where the 
enemy has foolishly set his tanks up in 
a vulnerable position andleftno screen- 
ing units to prevent an attack from the 
rear, you may find it to your advantage 
to use a "sandwich" attack. Send an 
amphib unit or two to a beach behind his 
lines and advance them to a position 
where his retreat routes are cut off (Do 
not use paratroopers for this purpose, 
because they are too valuable to sacri- 
fice). Then hit his front line with some 
of your tanks, and you should find that 
you can nail a good portion of his force. 

To get away from tank troubles for 
a moment, I would like to comment on 
the present rules concerning mountain 
units and mountain movement. 

Mountain Man Rules Unclear 

The rules concerning mountain units 
and their movement and attack capa- 
bilities are incomplete in the present 
Tactics 1 Instruction Book and Reference 
Folder. After writing numerous letters 
to AH, and compiling information as 
best I could from the General, I have 
found the present ruling to be to this 
effect: Only mountain units are allowed 
in mountains, and any other unit's zone 
of control does notextend into the moun- 
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tains. A non- mountain unit may not 
move adjacent to a mountain unit in 
mountains, and should a mountain man 
in mountain 8 move next to an enemy 
unit in a pass and elect not to attack, 
the enemy unit must attack or withdraw 
in its turn. If the only route of with- 
drawal is through the mountain unit's 
zone, it must stay and attack. In any 
case, if the unit attacks, it must do so 
at the existing odds; that is, it may not 
bring up more men to increase the odds 
in his favor. 

Bah! This ia sheer nonsense, be- 
cause it is unrealistic and eliminates 
the possibility of any real action taking 
place in the mountains during a game. 
If an opponent wants to put a quick end 
to any mountain campaigns you have 
going, all he needs to do is place a 
mountain man next to one of your units 
in a pass and elect not to attack I If you 
stay and attack, you will have poor odds 
and even if you come out on top, he can 
always try again. 

Change the Rules! 

I think that the rules concerning this 
mess should be re-written and made 
more like those used mother AH games. 
A mountain man would still go through 
mountains at the rate of five Bquaree 
per turn, but other units would move 
through at the reduced rate of one per 
turn. This would be far more realistic, 
and still preserve the idea of mountains 
being a "natural defense". (The river 
crossing penalty would be ignored for 
non-mountain units in mountains.) 

I would he interested to hear any- 
one's views on the subjects 1 mentioned. 
All correspondence should be addressed 
to: David Gasser, 1450 Norton Ave., 
Glendale, Calif. 91202, 



Bulge Opener 



by Doug Cragoe 

I have submitted what I think is a 
good opening position for the German 
player. With a little luck, the German 
can defeat the majority of American 
units he will meet in the first move. 

Sixth Panzer Army (S. S. ) 

ISS/PeipeT (Pa) TT-9 

1SS/4 (Pz) TT-11 

1SS/2 (Pz-Gdr) TT-9 

9SS/18 (Pz) SS-8 

9SS/19 (Pz) same 

9SS/10 (Pz-Gdr) same 



2/7 (Pz) 




00-24 


2/8 (Pz) 




same 


2/17 (Pz-Gdr) 




same 


116/310 (Pz) 




00-26 


116/312 (Pz) 




same 


116/406 (Pz-Gdr) 


00-25 


150 (Pz) 




same 


3/13 (Para) 




PP-27 


3/14 (Para) 




same 


3/15 (Para) 




same 


Volksgrenadier and 


Paratroops Units 


(4- 


-3) 




Number 




Grid-coordinate s 


3 




UU-30 


3 




RR-29 


3 




QQ-28 


2 




PP-26 


1 




00-26 


1 




00-25 


2 




GQ-17 


2 




SS-15 


1 




TT-15 


1 




UU-13 


2 




UU-11 


3 




SS-7 


3 




SS-6 



Fifth Panzer Army 

Lehr/1 (Pz) 00-22 

Lehr/2 (Pz) same 

Lehr/10 (Pz-Gdr) same; 



This plan of attack has two advant- 
ages: 

(1) The American is forced to send 
most of his reserves to delay the Lehr 
division. 

(2) The German will probably take 
Bastogne early in the game. Comments 
should be addressed to Doug Cragoe, 2 
Linden La., Springfield, III, 

Basic Allied Strategy 

in Afrika Korps 

by Frank Rassell 

My article is concerning the Basic 
Allied Strategy in Afrika Korps, This 
will probably help a lot of you wargam- 
ers. The Allied player should do what- 
ever he possibly can to slow the German 
advance. The 2-2SG should (if possible) 
pull back to the mountains right outside 
Bengasi. This should stall the Italians 
and possibly use a supply unit. The 
main line should be set up on the moun- 
tains around and southeast of Mechili. 
A unit should be set around Tmimi to 
block the road. The Aussie s and Indians 
should be sent out to sea while the Polish 
left to guard the Home Base. The next 
line should be directly outside Tobruch. 
Finally the line should move east with 
the heavy armor in Tobruch and lighter 
inf. out at sea for reinforcements. The 
German will now have the choice of 
either attacking Tobruch or moving on 
down to Alexandria. If the German 
player takes the first option there will 
be a 50-50 chance of holding Tobruch 
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and winning the game. If he does take 
it he will probably have heavy Italian 
and sonne possible German losses. Then 
by November things should be almost 
under control. If the German moves 
against Alexandria you should stall un- 
til November, If the case is still hope- 
less try to inflict heavy casualties on 
the enemy while saving your armored. 
They should be taken out to sea to help 
to Tobruch garrison or, only in almost 
pussitive cases, attack him full force. 
With a little supply luck on the side, you 
should have the game. Address all com- 
ments to Frank Russell, 601 S. Thomas 
St., Bedford, Pa. 15522. If need be 1 
will play a play-by-mail game to illu- 
strate my point. 

Raiding Rommel 

by Jim Epperson 

Have you ever had your Home Base 
taken because the German ran a RECCE. 
unit iiround you at Tobruch? With the 
following strategy you can turn the 
tables on poor little Rommel! 

Here's how: 

1, Has Rommel left you any way to 
get the Bengasi unit out alive even if 
you have to attack at 1 - h ? If so, attack. 
The importance of your I-l-7's and 
1-1-12's cannot be stressed too much. 

2, Delay the Germans as long as 
possible without too many losses. One 
way to do this is to place a 4-4-7 on 
F-16, He cannot get 3-1 unless he 
uses all of his units. You can gradually 
withdraw to Tobruch. 

3, My set-up for holding Tobruch 
is to place stacks of 2 1- 1-6*3 and 1 
2-2-6 on the squares around Tobruch. 
If at all possible send out your 1-1-12's 
to destroy his supply. 

An example of this can he shown by 
what happened in one of the earlier 
games in which I was the Allied Com- 
mander. I had set up the defensive 
perimeter described in 3. The German 
had his units spread around me, leav- 
ing only one hole in his zones of con- 
trol, I ran a 1-1-12 through thi»s hole 
and south. This would not have been 
possible had he controlled the junction 
of El Adem. He ran a 7-7-10after me, 
leaving himself vulnerable in the north. 
I then ran onto an escarpment square 
at the end of my movement allowance. 
The next turn my November troops came 
in. With them I formed a line at El 
Alamein and sent my other 1-1-12 out 
on another raid. That same turn 1 
captured his Home Base with the first 
1-1-12. He was later eliminated. 
Meanwhile, the other 1-1- 12 had taken 
Bengasi! At this point my noble oppo- 
nent surrendered. 

I would like to say that you should 
have a line first placed near Bardia, 
then Matruh, and finally, Alamein. Al- 
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so, if you can ever do so without having 
attack at 1-6 with a 4-4-7, destroy his 
supply. 

If he has just one supply unit on the 
board, attack! 2 turns without supply 
and that" 6 all for Rommel! 

All Cut-downs and comments to; Jim 
Epperson, 3007 Chippewa Dr., Owens- 
bora, Ky. 

Wipeout Waterloo 

by Bill Smith 

Some people say that realism is an. 
unimportant factor in wargaming. At 
the other extreme, people go all-out 
to achieve "realism" and end up with a 
game too complex to play, or at least 
to enjoy playing, I feel that games 
should be as realistic as possible while 
still allowing the participants to have a 
good time playing. And what gives any 
general worth his salt a k* 3 "^ time? 
Why, showing his military skills, of 
course. So a good war game should be 
demanding on the players' military 
skills to the utmost, be realistic, and 
yet not be impossibly complex. 

My "Wipeout Waterloo', as I call it 
(strictly for want of a better name) is 
just such a game. Actually, the basic 
features which make the game what it 
is are adaptable to other game 3 with 
only minor modifications. These spe- 
cial features include a shorter time 
span for each move, multiple com- 
manders, limited intelligence, simul- 
taneous movement aided by a processor 
and a time-lag on information. Also, 
the game would take days to play in 
person, but by mail could be used (up 
to two years for the whole game), 

TIME: Each move takes one hour, 
not two. Movement and road bonuses 
are halved. 

MULTIPLE COMMANDERS : The 
French side has three players, using 
Napoleon, Ney, and Grouchy HQ units. 
Napoleon acts as Supreme Commander 
as well as being in direct control of 
some troops. The Prussians have 
Blucher and Zieten; the A-A, Welling- 
ton and Orange, with Blucher and 
Wellington in control of their own 
armies but neither in control of the 
other. Troop allocations to command- 
ers within an army are made hy that 
Army's Supreme Commander. 

LIMITED INTELLIGENCE; Each 
unit has a eight radius of two or three 
squares, within which it sees all other 
units. HQ's will have a larger radius 
because the commanders of the HQ's 
get information about friendly and enemy 
units by seeing them. Terrain and 
interposed units vary the sight radius 
accordingly. Besides direct vision, 
information may be received from 
messengers as described below, and 



provisions for scouts and spies can be 
made. 

SIMULTANEOUS MOVEMENT : Both 
sides move at once. What they actually 
do is write orders describing the moves 
and send them to the processor , an 
impartial non-participant. He actually 
makes the moves, providing for battles 
and ensuring that enemy units do not 
stop on the same square, etc. In gen- 
eral, the processor is in charge of the 
conduct of the game. 

TIME-LAG : Information is of three 
types: unit positions & movements, 
combat results, and messages and/or 
orders between unit commanders. The 
commander sees all units within the 
sight radius of his HQ immediately, 
and gets most of his information that 
way. Suppose, however, that there 
arc units outside the sight of the HQ 
which are visible to units attached to 
the HQ. That unit would send a mes- 
sage to the HQ, giving the positions. 
(Since no real persons command in- 
dividual units, the processor would 
send the message instead. The time it 
takes for the message to arrive is 
determined by the distance it must 
travel. Combat results are handled the 
same as positions. For messages be- 
tween the commanders, the sender 
writes the message and sends it, along 
with a description of the route to be 
used, to the processor. The processor 
moves the messenger until it reaches 
its destination HQ, then passes it along. 
It is also possible to intercept messages 
by placing the messenger in an enemy 
zone of control, but only when there 
are no friendly units with it, or after 
such escorts have been removed by 
combat. 

You can see ttiat the skills of war 
are much more necessary in this game 
than in normal games, and the realism 
is orders of magnitude higher. As for 
the processor, he gets the brunt of the 
complexity, but organization and one 
or two assistants will make the work 
load quite tolerable, even on a long- 
term p-b-m basis. 

In connection with this game, and 
any other p-b-m competition, the use 
of map overlays simplifies matters 
hugely. Marking in positions and move- 
ment is much easier than the cumber- 
some O. B. sheets. Transparent ace- 
tate sheets are merely taped (drafting 
is best but with care others won't hurt 
the board) over the board, two refer- 
ence squares are drawn in to permit 
reorientation by the receiver, and units 
are drawn in. If using acetate or other 
transparencies, nylon - or felt-tipped 
markers are used to mark --- but make 
sure they are satisfactory before buying 
as some types of acetate won't take 
markings. The sheets I have are 8 1/2 
x 1 1", so two or three are necessary 
for a complete move. So what -- just 
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use as many as you want. If using 
opaque paper with hexagons printed on 
it, the main terrain should be included, 
as it won't be visible under the paper 
on the board. 

In case there are so many units on 
a square that it would be too much to 
indicate them all in the square, simply 
mark the positions outside the square 
and draw an arrow pointing to it: 

Movement may be indicated by ar- 
rows or by colorcoding. Each move 
consists of a sequence of one -square 
moves, each in one of six possible di- 
rections. Assign each direction an 
arbitrary color; for example, let blue 
mean "east" and red mean"northeast. " 
Then a blue dot next to a unit means 
"move one square east"; two blue and 
a red would be two east and one north- 
east; etc. Something of this nature 
would be almost essential in the game 
of Waterloo 1 described. 

Comments, suggestions, and ques- 
tions are welcome. I will try to ac- 
knowledge all of them. If you would 
be interested in playing "Wipeout Water- 
loo" by mail, contact me; if enough 
enthusiasm (seven players willing) 
exists. A game will be organized, with 
myself as processor. This will be a 
long range effort (about 2 years, may- 
be more), and the nature of the game is 
different, so think twice about this; 
but if you are interested, contact me 
(before I think twice about it), Bill Smith, 
303 Rex ley Hall, 5 2 Massachusetts Ave, , 
Cambridge 39, Mass. 02139. 

Waterloo Desertion 

Ridiculous 

by G. Waldo Miller 

Of all the games AvalonHill has pro- 
duced in its short but illustrious history, 
most wargamers seem to agree that 
Waterloo is by far the best game for 
strategic and tactical maneuver. How- 
ever, there is one great flaw in the 
rules which really weights the game in 
favor of a French victory and is at the 
same time both unrealistic and histori- 
cally inaccurate. This flaw is the sup- 
posedly tremendous value of Brussels 
to the armies of both Prussia and 
England, Granted it was important, but 
hardly to such proportions that its fall 
or beseigement would cause mass de- 
sertion in either army. 

At present it is theoretically possible 
for the French player to lose roughly 
40% (80 factors) of his total force while 
destroying only 1% (2 factors) of the 
P-A-A army and still win the game by 
defection. Anyone can see it is thor- 
oughly ridiculous for an army to lose 
40% of its force while leaving a numeri- 
cally superior foe undamaged and in a 
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position to rip into its supply lines. 
Not only that, but in the .real campaign 
Blucher's supply lines would hardly 
have been endangered by the fall of 
Brussels and Wellington could've laid 
new supply lines to Prussia or Hanover. 

Secondly, the historical situation at 
the time precluded such a high deser- 
tion rate as two (2) P-A-A's for every 
one (1) factor the French sent toward 
Brussels, Napolean had for years pre- 
vious to this dominated Europe and his 
treatment of the conquered peoples {es- 
pecially the Germans) had been far from 
exemplary. The Germans (Prussains & 
Hanoverians)hatedBonapartc and would 
hardly have deserted just because he 
took one "French" city (Belgium had 
been part of France). Wellington's 
English troops adored him and as Well- 
ington put it "They will not run away and 
it will take a long time to kill them all". 
In fact the only troops in either army 
which might have deserted justfrom the 
fall of Brussels were the Dutch-Belgian 
troops under Wellington, who were "the 
scum of the earth--enlisted for the 
drink, " 

Thus, one realizes that some change 
is needed in the desertion rule which 
will maintain the games challenging and 
varied chances for tactical and strategic 
maneuvering while at the same time 
making the game more accurate and 
realistic and perhaps even more chal- 
lenging. 

Having considered this problem for 
some time and having tested several 
different ideas and theories on increas- 
ing the game's accuracy and realism, 
which include: (1) only Dutch-Belgian 
defection, (2) no defection at all, (3) 
defection of only the Anglo- Allied Army, 
or (4) lowering the defection to one 
P-A-A for every one French factor that 
gets off the board to Brussels, 1 have 
come to the conclusion that a 1-for-l 
desertion rate is by far the most su- 
perior plan. It forces Napolean to fight 
and win a battle with one army or the 
other before advancing towards Brus- 
sels; it gives the Allies a chance to take 
the initiative or attempt to join forces 
and fall back; thus, one finds exactly 
the same choices as confronted the 
real commanders in the actual cam- 
paign. 

1 would be pleased to hear comments, 
suggestions, etc. from any of you who 
have them on my plans or just on Water- 
loo in general. Write to: G. Waldo 
Miller, 28 Rosemont Avenue, Lewis ton, 
Pennsylvania 17044. 

"Phaw" on Perfect Plans 

by Tom Bosseler 

It seems to me and all other people 
with a credible sense of skill in war- 
gaming that "perfect plans" have com- 



pletely dominated our games, Ever 
since Karl "Frankenstein" Knabe II 
created his little jewel; Plan Red, 
people from all over the country have 
been piecing together their own "infalli- 
ble plans. " 

These people must be real men! 
What they are claiming is that in one 
turn they can and will destroy all op- 
position from any type of player. What? 
You say that these so-called plans 
aren't designed to completely wipe an 
opponent all over the board on the first 
turn? Well, why in the basement of 
Mr. Hill's plant in Avalon don't they 
continue the plans to cover other turns 
besides the first one? Are these plans 
designed to beat all players who are so 
restless they can only sit still long 
enough to complete the first turn? No? 
You say that they are good for beginning 
set-ups? Ebbien, why is there no order 
of battle, no general plan, no outline 
of key points, no major timetable, no 
nothing'' What kind of beginning is this? 

Sometime after Plan Red or Blue or 
however it was christened, a plan to 
break the original plan was developed. 
It was even hairier than Knabe 's plan 
was. Completely filling an entire col- 
umn of good printing space this "article" 
pointed out that it was expedient to ad- 
vance (here it comes) "one square at a 
time," The author obviously was not 
only conservative he was ultra- reaction- 
ary. 

Putting all kidding aside, however, 
1 feel that "perfect plans" are the per- 
fect answer to the person who doesn't 
know what is corning off anyway. (The 
only useful purpose a perfect plan has 
besides decoratively lining the round 
file is in direct defiance of another 
"perfect plan. ") 

Now, for ail you people who are 
saying "obviously this guy has 140 I.Q. 
points on me. so what does he do to 
win?". I'm introducing a "longrange 
plan." Don't panic yet! It is taken 
primarily from the plan in Tactics, 

I feel that when making a plan the 
following should be considered: 

1) An order of battle does much to 
hasten you into the victor's corner. 
Most importantly, it allows you to fit 
the units to the terrain instead of pack- 
ing the terrain in under the units. 

2) A general plan gives you a sense 
of continuity, a feeling of worth, and 
above all something to plan with. It 
allows you more time to worry about 
tactics and the stale potato chips. 

3) Key points are important in every 
game you ever played or will play. 
They tell you what should be defended 
and what should be relinquished or what 
should be taken and what should be 
passed-by. 

4) Previous records show you the 
eccentricities of your opponent. Does 
he attack beachheads, docs he defend 



cities vigorously, does he read minds, 
and does he expect to come to your house 
nest game? These are all answered 
by your notes of previous games. 

To you people who insist that after 
the first turn of their perfect plan they 
will play things as they come I leave an 
old proverb; 

Those who wait to cross a river 
when they come to it usually find no 
bridge and often find no way back. 
--General Custer to his aide, 1876, 

Comments: Torn Bosseler, 23908 Califa, 
Woodland Hills. California 91364. 

Are AH Games and 
The General Doomed? 

by Scott P. Duncan 

In an attempt to see what interests 
AH games have engendered in the sub- 
scribers of the General, I have com- 
piled a listing of articles into eleven 
catagories (the ten games on sale at the 
time I wrote this plus a category for 
general gaming principles, etc.). GAK 
and GOOD GRIEF ! ! Are you all inter- 
ested in attaining that dubious goal 
known as "the perfect troop placement" ? 
It would appear so because over one- 
fourth of all General articles Lo date 
have been on listing exact troop place- 
ments and set arrangements to win (27% 
to be exact). Games like D-Day and 
Taetics-II have been almost exclusively 
dealt with in this manner (75% and 80% 
of the articles on these games have been 
"perfect" setups). Stalingrad, the most 
popular game topic to date, has been 
involved in 33% of this panic! ! 

Why do I consider this and give this 
article such a discouraging title? Be- 
cause this is just what may happen and 
I'm not joking around! ! Chess has be- 
come an almost impossible game be- 
cause of "book- knowledge" which makes 
it impossible for a person to get any- 
where without years of study (and this 
is only one game); the same sadistic 
impulse to win seems to be part of the 
AH-gamer's intention. Winning is fine, 
but (as Marc Nicholson once pointed 
out) what do you have when you're all 
setup with a sure victory? It's just 
fortunate that AH keeps turning out 
games or the re 'd be no place to turn to 
for more interest, I Tecall a letter 
printed in the General which was origin- 
ally written to Carl Knabe: aclub(?) 
which specialized in 97% chances of 
winning all games!! The information 
was supposedly to be turned over to AH 
but who wants such stuff? The com- 
pany doesn't want to ruin the market by 
announcing perfect winning patterns: 
why play then? The players don't want 
to play a game if it is common knowl- 
edge thai they can be beaten! What is 
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gained by all this intellectual analysis 
and mathematical precision' Some- 
body gets the satisfaction of having 
figured out one of the games, and that's 

all. 

Must this continue? It looks like 
many people are of the same opinion as 
myself: it shouldn't. The articles con- 
cerning general principles of strategy 
and tactics seem to have increased ill 
the neighborhood of almost 75% through- 
out Volume 2 of the magazine (articles 
by people such as Myron Brundage, not 
to mention his new series on the Nine 
Principles of War, Carl Knabe, Tom 
Bosseler, and David Whiskey man- -to 
name a few- -indicate the new trend). 
However, each new game brings two or 
three such "perfect plans" into being 
and, strangely enough, often these plans 
come out only a few months after the 
game does--very little time to come up 
with any real understanding of a game 
unless one plays constantly . 

Let's have more articles of a general 
nature! Such articles are of much 
greater value in under standing concepts 
that can be transferred from game to 
game. It's like anovice player in chess 
who has everything memorized up until 
the 23rd move, BUT NOW WHAT DOES 
HE DO??? Many fine articles have 
come out with general principles for 
individual games, also: let's just try 
to avoid any 1, 2,3 explanations of how 
to win. As has been noted in several 
articles, most of these plans have been 
defeated by a sound knowledge of basic 
game principles!! Comments: Scott 
Duncan, 2508 Highland Avenue, Broom- 
all, Penna. 19008. 

The N3F Games Bureau 

A games activity in which many 
readers of the GENERAL may be in- 
terested is the N3F Games Bureau, an 
organisation which is devoted to the 
play of games of skill of all types, and 
the dissemination of information con- 
cerning same. Its members participate 
in tournaments and "friendly" games 
through the mails, meet at each other's 
homes for face-to-face matches, study 
and publish information on both old and 
new games which are not widely known, 
test games over the board and publish 
the results, discuss and test suggested 
rule changes to established games, etc. 

The Bureau consists of several 
Divisions encompassing specific games 
or families of game s-- i.e., the Chess, 
Diplomacy, Fairy Chess, Go, Jetan, 
War Games (which includes the Avalon 
Hill family, among others), and General 
Games Divisions, A Card Games Divi- 
sion is currently under consideration. 

Magazines published by the Bureau 
and its Divisions include THE GAMES- 
LETTER (the official organ of the 
Bureau); THE GAMESMAN (a general 



games magazine); YE FAERIE CHESSE- 
MAN (devoted mainly to Fairy Chess); 
BARAD-DUR (Diplomacy Division); and 
ORTHANC (Diplomacy Division). In 
addition, two new magazines, OSGILI- 
ATH (Diplomacy Division) and BLITZ 
(Chess Division), are in preparation, 
as are several rulesheet portfolios con- 
taining five games each. THE GAMES- 
MAN and YE FAERIE CHESSEMAN are 
available by subscription or contribu- 
tion of material, the Diplomacy Division 
magazines are available only to mem- 
bers of the Division or by subscription. 
Regular membership in the Games 
Bureau is at a nominal cost; regular 
members are entitled to discounts and 
rebates on the subscription magazines, 
etc. , and receive 12 issues of THE 
GAMESLETTER as well as occasional 
special games magazines. There is 
also an Associate membership open on 
a limited basis. Persons interested in 
the Bureau, its publications, or its 
activities should write to Don Miller, 
12315 JudsonRoad, Wheaton, Md. 20906. 

AH Club Index 
Now Under Preparation 

As every General subscriber knows, 
just looking at the Opponents Wanted 
section at the back of every issue will 
disclose at least a dozen Avalon Hill 
clubs of one type or another. But no 
single issue contains every club in 
existence, and trying to find the or- 
ganizations among the individuals is 
often very difficult. The beginning 
player hardly knows where to start. 

To try to solve this problem, G3, a 
private organization headed by Ralph 
Fellows, is now preparing a list of all 
the Avalon Hill clubs interested in be- 
ing included. This listing will be a 
quarterly magazine on a subscription 
basis. For a modest fee, any organiza- 
tion or individual involved in wargam- 
ing is welcome to have its name and 
address inserted for one year. Infor- 
mation included should be: Name of 
organization or individual, address, 
type of games played (any brand or type, 
not just AH, is welcome), method of 
playing (by mail, in person, or what- 
ever), and whether there are any speci- 
fics that a possible member should 
know (such as age limits, number af 
members, and time of year business is 
most active). 

All subscriptions and entries should 
be sent to G3, Ralph Fellows. Tremont 
St., Duxbury, Mass. 02332. All ar- 
rivals before June 1st will be included 
in the July issue (mailed about June 
20th). If business is brisk, there may 
be a late summer extra edition put out 
around August 1st, In any case, issues 
will be mailed in June, September, 
December, and March, Deadlines for 



entries will be the first of each month 
of issue. The entry fee allows for 
changes in listings or wordings during 
the course of the year. 

Doubles Tournament 

The organization of Penna. War- 
gamers is proud lo announce its second 
annual PBM tournament. Last year's 
tournament is quickly drawing to a close 
with the top 6 entrants fighting it out 
for the lead, led by Peter Suwak of 
Washington, Pennsylvania. 

All AH land battle wargames can be 
used for competition but each team 
must own at least 3 games jointly. 
Latest rules will be used for all games 
and will be further explained before the 
first round begins. 

Play is double elimination in a sense. 
The team plays 2 sets of 1 game with 
each partner playing a different side. 
Let's say the game is Stalingrad. Your 
partner takes the Germans and you take 
the Russians and then play your assign- 
ed opponents who are in the same situa- 
tion. This way your team plays both 
sides and who can argue play balance? 
A team gets 3 points for every win and 
1 point for every loss it incurs. How- 
ever if a team loses both ends of a 
series that are eliminated from com- 
petition, A team gets a special bonus 
of 2 points for eliminating another team. 
The tournament ends July 31, 1967 at 
which time the team scores will be 
tallied up and trophies awarded to the 
top 3 teams. 

When you decide which games both 
you and your partner own and the order 
in which you want to play them, send 
this information along with a self- 
addressed stamped envelope and a $1 
entree fee per team, (you may enter 
more than once but must have a differ- 
ent partner) to P. O. W. (Pennsylvania's 
Organized Wargamers) 128 Warren St., 
Say re, Penna. 

All those unable to find partners may 
write to POW, 516 E. Diamond St., 
Hazelton, Penna. 

Wargamers Newsletter 

The meteoric and fascinating growth 
of wargaming has been exemplified by 
the growth of Donald Feather stone's 
"Wargamer's Newsletter". It is now in 
it's fourth year of publication, beginning 
in April, 1962 with a mere 24 subscrib- 
ers. It now has over 500 subscriber s in 
all parts of the world including Australia, 
New Zealand, Italy, Spain and to sol- 
diers serving in Aden, Borneo and 
Vietnam. For information we suggest 
that you rush your inquiry to:' Donald 
F. Featherstone, 69 Hill Lane, South- 
hampton, England, 
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Question Box 



Questions for Blitzkrieg; 
Q. If the attacker gets automatic vic- 
tory conditions on an unit next to a city 
square, can he use the city for port 
movement or air transport that same 
turn? 
A. Ye*. 

Q. What happens if the attacker is us- 
ing only artillery and the attrition table 
calls for a loss of one attack factor? 
A. Use substitute counter to facilitate 
elimination of 1 artillery combat factor. 



The "Tank' 



The Tank is the official magazine of 
the Multiple Commander Play-by- Mail 
League. It will be printed (approxi- 
mately) every six weeks, except be- 
tween the months of June and Septem- 
ber, inclusive. As such we will pub- 
lish all official announcements as to 
games, rules and changes thereof, and 
other official announcements. We will 
also print articles of general interest 
-- we would be most pleased to receive 
articles and letters from our readers. 
We will have a column for advertising 
-- essentially similar to that in the 
Avalon Hill General. For information, 
write: George Phillies, 1561 Burton 
House, 420 Memorial Drive, Cambridge, 
Mass. 02139. 



Zip Club 



The ZIP CLUB is flourishing and 
growing. New members are being ac- 
cepted. The purpose of ZIP is (1) to 
arrange games betweenmembers and/or 
a club tournament among members, 
both using the new percentage win scor- 
ing system. (2) to engage other clubs 
as a group and/or individually. You 
can enter any or all 4 activities men- 
tioned. Also, for those who are within 
in-person range, (Monroe County) a 
further information service branch will 
be established. We plan to put notices 
in games sold in this area, thus con- 
tacting more than just subscribers. A 
reply is guaranteed. Contact: Keith 
W. Oschman, 5 Pleasant Way, Pen- 
field. New York 14536, LU 6-4896. 

Organization of 
Intercollegiate Wargaming 

This organization has been set up to 
answer the need for some sort of or- 
ganized body to promote and regulate 
competitionbetween collegiate wargame 
clubs. In addition, the Federation will 
publish a magazine or newsletter of 
some sort. 



Where Avalon Hill Games Are Available 



The following names of retail stores 
supplement the list printed in the last 
issue (Vol, I, No. 5), These lists 
represent dealers who have stocked 
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we may include him in the next printing, 



IfejllMjii J. Hupp 

friMl-M r-rniiiyliy^lj Atrial 

Pjllahur,,., 4„ Prnn.Tlvaiila 



'l'u,» ii HoDbi». 



Flpaa, Toyland 
ittl PluM MM' 

dWtrtl4«r G*lii*tnt* 



rjinhim, i*jrrlj.n 1> HarDun 
Kinui fa DlVLHiJil &[*«..■ 
S»1 Fi|">El«*ij California. 

Th<T. ii.-:.::: i\: , LU, 
St- -Ha.f#fli, 
Qulttf, C1IUU 

HhT- fjinn Co. . I..U. 



Edm 



Tay J i. lis; 

tMn*rr*r», CilllnVBi* 

Supand T#V ■< H«fly Shop 
Tlib-il H*Ti.h*. l^nu- 
l_a JUtl*, C*jNfnrT5l» 



IMF Plana Pub 

rv.,..,. : - l::r,... ■:■_.■... r. ...>• 



win* y-mk k rAiLi.jr.-i. uc. 

113 £. t:ii„ Street 
CrMnitvri, N. C'itoLld* 

MlV - o * r 

ipp.tr fcTramnibE 

OQiudd F. rfta-htL*Kiiit 
49 Hill La.D* 

S«iilh»Diiptfl<ii Elariii, Caglaud 

Haiy'i PDtl 

ift i.. HmfQMja Avmii* 
Hii-.p'Jiir. anno.* 



Frank.'* Uimii 
lll-JJ H. MjSpj Sir««i 

' JViiil Lak*, .liir.i ■.-■ 

'.'.rim;, Firid I. f. ,: ..j,-:-. 
1 II N, Sea" £cMI 
CliiE».ti '90. fQlBDta 

E'..iif-' « ft :'..-L'-'-«.:i'-. 
AuTdur Boat ^nrt! B<n S|3 
Wa.lt Mliytt't, iML-pni -J ".ii 

W*lt'l Hprtp- fa Mm*»l »np 
1! W Cllnren Sitm. 

fallen, llhnm. 

LI .i. 1,-^l k'« Toy fa H-> ; .!-i ::■■-!■.-■■■■ 
iliO Cirra-IJ Imn Arnnut 
Ind-janaf^LU 20. 1ii4k»B» 

AG* L,**tllflT J..i>imj.-in-, , iFlt. 

I ME PreapttL BaMfl 
lodlanapalli 1. Indian! 



Sin STttlh -i ta *titmi» 



CkfhL, lo-lm F. Hferiroir 
UttJ. Radar &)d.. S*«-ADC 
^■■■.\ SH- A. F. ■•;--■-... 1 ■ 

fori ■■:.-■-. Kl -■■ ■ ■■■ i 



HID Family Gill* 

. -■?!■, w«iinr stmt, y. i. 



pjJiiPi.-.r... M"P'l'l»P|rt 

■i=, H - . S^tf (T|:,:ri 

USSJin.Jia !AD*Ei] 

DrnrrJkid !fd, 

Cafl Bn*tB«i, Ka*H<huiPjtU 

5l_ P»uJ. B&ok |r SLallanAry Ca, 

J,t. >^.iil, MiHU'WU Siil 01 

Tfca riLnkaii*]^ Eili.. 

.'■:r^-::,ii:i. AI«i*acliLia*t 



ln7C0- ruelutT- str^prt 

nnliy*villr, Mirjluid 

Lpjbvim fa Pin lp 

1)16 h<a*i<chv»i>L* Atomic 

farr.hr i Bf ;r 18, Maaafe«U*fllt* 



Han* (pallBtellj Mipurhtiui 

Hirrj OiiL»b» b Cu-ni^idii 
$303 ,i IS flitttt 

Or trend Hl^tikiPin 
H«hh v H..H 

taa*-J»*. Mi C 1ii K a B 
Cinipyp, Slim fc Tu» Cjeiiier 

*L+-16 £. r?i)lia.P»i Etr<M 

An'i Art ':■(-, ,',1,t-hii*n 



Oatakpy "p OW If* Supply fa i«T 
» U«M»1" Bt¥*t1 

BnFf rrtpfli. Mr.*i»i# 

IW EelkcJaca Citll* 

UiiltMij MUtlvl^Pl 

Wamrith'fc -A Hickcn.ick 
1 14 M*in S1r«*l 

CfrarLi S'nr-vi Cn-rpnir»t^ri 
MurlJi l-.vr. . :.. H T. i'T- ■! " 

j***. t an 

12 E. rilkladfl* Ar<nu* 
CnjlEanDad, H<U JaPkdy 

t ry*i[) Luat. Mini fit/ 
■'T. P.. ■.-'*■ #] 
■r>v,uu:irii:ijr. rfP>Jp>rta V 



Martlc'i Gamt*. Inc. 
ZrJ Pierce StniH 

llirNiri-, riu.. M«"j'-i' 

Eii jl*iir,-..' TOY t M'-'-Fji l;, 1 -.'^. 



F.A.Q, SEtiWars 
7H3 Flftti rVtaMM 
New YatV. M<-w V«rlc 

S3 iteml A-*nii* 
Albany, N#» rnrk 



l?[3 Wickueckc Drl*k 
A.hury P.rli I ], K»w Ifniv 

tTktPiiepi'B 

*■* MUll fiiTBil 

flurfalo. »p>* rnrfc 
E.Jt. tbirveUB. Fni- *•)* 

■+ ''I lljif'n. h'--pL fti:*-| 

ri-.i-ifhc-trr. N**V»rlr 
^crlAlenf G«qik t BWImtrrCi 
ftoc«.>>» r , Ni# Vgr^ 



ElivnkJ.i, . Kiw Vuti 

B. J. fcrpwjth] ttiL. «5B 

IT^SR.chm Qn d AYtnue 
Btij(MJ liiii'.J. f'-- 1-trh 

Gauijjr'a Bltytlt L Tor M*T[ 
{J| NKU'i Dmil*v*rd 

CiritiA ctty -■■■;!>., .-■•■• ibf> 

flnh'i , Hnln | iif 3inp 
i ft 3nouuVri AwniiF 
Oiiini.njj, N%«f ?<«■ 

S. KJcia Dipt, fflire. H 
111 HcmHflUad T-rnplXa 

Wr.l H t .,.p.,, fJ J. L.I., N.V, 

A|«l ehk *t*r* 

HV9 M. TLftJ* UMII 
llhiu, Np» Vnrk 

BIO0OUU k iUle BruLbera 
UeKJnflAn A-y*n,u« - frOtL AjeeI 
Hww T*rk. We* Yac ■ 

JiwS uayd csiubt 

JAJrlllfliJ \2, QT<tga,n 

',•■*: ::- - U .-■.-.' ■j.iariui, CO. 
*I1 Euclid A»nuc 

Rnt.il ii C*fd Mirl 
b<] sijiiin Mim Sir*«i 



J. ifipaaant 4 '-■■'■■. -i ■>■.. 
HUB ■ sin ^^«^Ut 
pl"phi!Tjk, K<*n.vlv*:,M 



Jflttirk tfjltiu Com p* lit 
*U1 P=Aii A.»ijut 
Plltaairffc, IVciP-vl^h.lil 

SM« 4> T.tUa 
111 lUrr-i EBHWt 
Harplihiirg. j'. .ir.-.' i-. , a ,i 

Em*Fann Omplny 
It33 ChaalTiu! tirPM 
PhlladrJplila, Prmpitplvanlj 

Havy Exthant* 
U.S. Naval Bajcyfed 
H«wp 6 rl, niMc I. laud 

)AFPI7-^!I-R4Mha 
tp TMytt Slrrct 

■-•• -. ilr: ■ >. (Lhcda „ ,11 lB>JpDf 

Mavy TirhaPiOt 
NAAS Chaae Plirlri 
!"■-■ ,:lli . Tail TRIM 

Uiymnn fnc . 
life fariOM an., 
M-p-PHp-hiit, Ttqno*i)c c 

Foil i Hurhorn 

■1*5 Tiir gnj S<iuih i »inri|» 

3»ll [jki nity. [Trail 

B«nn(n£tnn p^qnfiahqp 
i\b MaU 9 dLraeL 
Dflnniflil9Fih V*r-rniwt 

Rcacairch An*lvbl< Cottrtifii.iaQ 

'"ipii* R»i*«m p»jj« 

Rl. laJ 

*.|.:L*-ir,, VirglH* 

fhr H.U. r Sport Shnp 
Bd! rmiDh JkuppnuF 
HuMUladbu, fcil Virginia. 

Thr Dom Match* 
lid fa F£m 

"■Jlitli , U-'ttaibclda 

CilmoaJ c'r-ih-r,. in- . : _'". 



fctfl-ial#y"* l JicoiTpor^ltd 
£4 F-.I Mimin 
Madj.nri, tttn^mdri 

MLdVaJ» Plal*HDb>y it Tay S5-*p 

iiJ ;-, Miu,-*i* B»ul«vard 

Mpdiaoa, Wi*«nmi«i !■ J 1 1 I 



You subscribers who feel there is a 
definite need for eome regulatory body 
to give collegiate wargaming a firm 
and permanent basis, should contact: 
Walter Guerry Green III. Chief of Staff , 
Wargame s Team Commandant, Duke 
University Company of Wargamers,Post 
Office Box 5847. Duke Station. Durham, 
North Carolina, 

More Game Spoofs 

$quander, AvalonHill's first attempt 
at a spoof, has received excellent re- 
ception from the mass consumer audi- 
ence. While holding very little appeal 
to most of you subscribers because it 
is out of the realm of complex games, 
its success with the mass consumer 
has procreated additional ideas for new 
games from Avalon Hill's own design 
staff. Some of the better ones con- 
sidered for publication are; 

ADULTHOOD - a game of survival. 
Each player starts off in Childhood. 
He then becomes a Teenage Hood and 
finally, if he can skip over the Draft- 
age squares, becomes an adult hood 



and wins the game. Game comes com- 
plete with black, shirts and white ties. 
Tournament game includes 36" switch- 
blade bolo knife* Game is priced so 
high that players will have to ateal it 
to play it. Based on realism, game 
takes 21 years to play. 

TAX EVASION - fast paced erasing 
game. Players move around playing 
board (form 1040) erasing their gross 
income. Player who best manipulates 
tax-loss carryovers, padded expenses, 
capital gains and joint returns to his 
favor wins an all-expense paid trip to 
Fort Leavenworth. 

UTOPIA - exciting welfare game. 
Object is to work as little as possible. 
Only healthy, strong-bodied persons 
are allowed Lo purchase the game. 
Players race around playing board in 
taxicabs to collect unemployment, medi- 
care, welfare and social security. 
Winner is the player who accumulates 
enough welfare so that he can open up a 
business of his own cashing welfare 
checks of other unfortunates. Embar- 
rassed losers must wear Goldwater 
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campaign buttons. Winner becomes 
presidential advisor. 

Subscriber Discount . . . 

The Coupon shownbelow is for the bene- 
fit of the full-year subscriber. As soon 
as you have accumulated 4 such cou- 
pons, 1 each from this and succeeding 
issues, you are entitled to a $1.00 dis- 
count applied to the purchase of any 
Avalon Kill game, 

Here's how it works 

Each coupon is worth 25£. But one 
coupon alone does not entitle you to a 
25f credit. You must accumulate 4 
different coupons before taking advant- 
age of the $1.00 credit. When you have 
accumulated 4 coupons, then you clip 
them all together and send them in with 
your order for an Avalon Hill game. 
When ordering in this manner, you 
simply send us a check or money-order 
for $1 . 00 less than the usual retail value 
of the game . 

Coupons can be used towards the 
purchase of games, parts, play-by- 
mail equipment and the General. They 
are valid only when ordering direct 
from the Avalon Hill Company. Cou- 
pons are not redeemable at retail out- 
lets. 
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Survey of Game Titles 

Because Avalon Hill cannot decide 
which new games to publish next, they 
are leaving that choice up to you. In 
the space below, check off the title you 
wish to sec published as soon as pos- 
sible. Please check one title only. (If 
none appeal to you, write in your pre- 
ference on the line provided, ) In al- 
phabetical order they are: 



Basketball Strategy 
Battle of Britain (World War II) 
Guerilla Warfare (fictional game 
based on Vietnam action) 
Guns of August (World War I 
conflict) 
Korea 

Jutland (World War I Naval cam- 
paign) 

Shakespeare 
Vietnam 



More on Kampf 



Want the facts behind the Avalon Hill 
games you play, or would like to play? 
Try Kampf. Kampf contains the story 
behind the battle, supported by all the 
facts a wargamer could want. Avail- 
able now are; Ardennes Offensive 1944- 
45 , The Battle lorFrance 1944 , and Wea- 
pons of World War II . For price and 
subscription information on these 24-60 
page pamphlets, write Kampf , 8512 5th 
Ave., Brooklyn, New York 11209. 

Murderer's Row 
Quieted in Contest #12 

The following subscribers did a fine 
job holding Avalon Hill bats in check. 
The embarragment was so great that 
Avalon Hill has disbanded their ball 



team and returned to the wargame table 
en masse. Winners are: 

1. Chris Hoyt, 269 A Randolph Ave. , 
Grand Forks AFB, No. Dakota. 

2. Scott A. Lutrey, 845 Mildred 
Ave. , Balto. , Md. 

3. James Conkling, 52 Cable Lane, 
Hicksville, N. Y. 

4. Gary Olson, 5ZQ0 W. Wolfrant 
St, , Chicago, Illinois, 

5. Fred Way III, 501 11th Ave., 
Huntington, W, Va, 

6. Peter Nelson, 1316 Sicard St., 
Marysville, California, 

7. Gary Daiatko. 139 Adelaide St. , 
Hartford, Conn. 

8. Rick Elfbrandt, 1109 S. W. 6th 
Ave, , Ontario, Oregon, 

9. Robert Renschlein, 2225 Keyes 
Ave. , Madison, Wise. 

10. William C. Bishop, 794 Bedford 
St. , Stamford, Conn. 

Free Avalon Hill games to you ail. 



(your choice) 



CONTEST NO. 13 




It is a do or die situation for The 
U. S. Marines in Guadalcanal. The 
Japs are holed up on Mt, Austen. To 
win the game the U. S. player must 
eliminate all three Jap Units from Mt. 
Austen. 

The Operations Sheet lists the bat- 
tles exactly as they are to be fought. 
All you have to do is to select the Stock 
that is to act as the die- roll for each of 
the three battles. You must select 
three different Stocks from among the 
group listed below. 

The judges will consult the saies-in- 
hundreds column for the closing N.Y. 
Stock Exchange transactions of Monday, 
June 13, 1966 found in the Tuesday 
morning paper. The last digit of the 
sale-in-hundreds column will be match- 
ed up against the Guadalcanal Basic 
Game Casualty Play-by- Mail Table for 
result of combat. Because Jap Units 
have no retreat routes, retreats will 
be considered eliminations instead. 

This contest is free to all subscrib- 
ers. Simply fill in the Operations Sheet 
and mail to: The Avalon Hill Company, 



4517 Harford Road, Baltimore, Md. 
Z1Z14. Entries must be postmarked no 
later than June S3, 1966. Print your 
name and address clearly and make 
sure you list the game you wish as 
winning prize. Those who do not wish 
to mutilate their magazine may send a 
copy or photostat. Naturally, only one 
to a customer allowed. 

Ten winners will be named. Winning 
entries will be those who have eliminat- 
ed all Red Units, or come closest to 
doing so. 

Select Stock from thiB Group 

Ampex Goodyear Polaroid 

Chrysler I.B.M. Goodrich 

Food Fair Korvette White Motor 

Ford Motorola Zenith 

Gen. Elec. Sears Gen. Dynamics 



OPERATIONS SHEET 


ATTACK 
UNITS 


DEFENDING 
UNITS 


ODDS 


STOCK 


2/2 Inf. 


29/1 Infantry 


1 to 1 




2/1 Inf. 


2 Mountains 


1 to 1 




1-LVT 
2/3 Inf. 


6 RF Infantry 


2 to 1 





Name 



Address 
City 



State 
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h JU'J rqmkij li-M, L*rjMar C*lU m c, 

HrfhTKcnL Tfirt-. *t JdJituh AnttHjiJi, 
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™j«i tlfwrrrc CAiUei Htui Kruga-t, 
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■an tbdiH iu> wnftti it atamya 4^i tr ,- 
valofni,, 4m hnna Unt rhVU »e -arc 

nlayinftiiaaf aa fjQ UJ leeHx.|a^ 

Frorri C*n»iil ".'llliarr. Sp*rr, Cam. 
n-.a-i^HiLf GanvraE. VS C ar.|.i^it^*l Army 
i:.:-"-r,*rid U JUJ USTCAt pp*ajieEb- 
I 1 " «y »C*Tr,. Aubjari mur umiiiin 

Comi-.jn-rt jr,fl a-arfr ^ailflOnaalUI trill- 
aLilc Jrain Wcw" WnFr <T-i>to*T4l Wjlllifn 
bTjaaav ir:VAi"|. ■. _ HO. !-.i ipi-ma tsgytt, 
^jlaprn. PnnrLiL. with*, 



rataVraarf I 1 "»d< 

anri Afrikai Knrpi 
lannnuaty by mall. 
HUH .n AftlVa H^ 

rain Lei Dll1«e l 






I :l. i 



will 



Litluaid 

Lptiu. f Z2i2 jfajjaa Ev * n t | ' , , i -.?. 1 a— 

ft.; liljJifc ' Ki , iir.a k iLvJe'j ■ L:L*Ll*n^a# »ny 
ii-,. i lo- a J*E-g-lD-la*:C. "- = -a 1 1 tKiiir dl 
Blit«krl«-K. Tnr maich -ill i»k.^ pi*** 
in<l(h-r Evimlcrp *a- Hla.hla.hJ Park L 13b. 
■n/hfchaKtr Iho djrfend«T e boo tea. We 
'.■juIii a.bao li.a to buy a duna ol i n-u 

War E* CWiriplElc- ,nu . ■ jlln, ln.r. (,( Ava. 

Jnii Hill war aim*,. keieharuar*.riUE 

l^^l^alJI v 4 n MaUla el Lp>*L-law 7an. . 
mitbrlaad Park, 111. dJUlft. aj J.- Tj-5-C. 

Sa-k hla nSIhini; 14 40 Wilb (tie EOJlf»«VNFi 3 . 
FfbW thai I have yttur altciilitiCL, J c>wil- 

AM mar (jn,-. | ; ! ■ -j J [|AM maicn, 
VraHfa P.I'hl.r-1 J. Pkr«£kl. t/« J.E, 
rlnifJay. k. EJ. fl MlJ-iB M , Hrrbimtr., 



■ I-T. 



13**1 



WaniBd A.nyoR« in play fjiaJIn^Fid, 
ACfJK* K»r|« nr R*it]B 41 Thr BiiLde «Hj 

BllrrkTlao In play hy maM W rlTP hula 
V T Nalnm r *i4*B Dellwcwl Dt., M. C . , 
M[.|» . , Mbnn laajBJ 
To- All Auilhrrn l^ah/ii^nia iMbird Conv 

,n.»lnri.iih ApFgaTi-' oflWia.. aiVAm 

Ki>rn* r -! ,|.f] ; i j. Midway, Pliinarrk, 
Bliiikiit*. «i lb* rn* Rbiuc ul OuaJaL- 



ui-l, 



ruuid Ilk 



-.1: , 



■una Opd> £11, 3.14- 
at Hi) 3*«tti G1i.ii- 



I hka Viej! pll.urhlvi 



Tr,., 



FmJd Ma.ahaJ i 
■ 3 ,.., Ml, Fanti 



vilfrn:-.in W1.F rja-vi* LlapiRnart Wafll 

tVP* il,lp for 4. »i(r. |ntf rn^' flm» ar,B 

ntllinj (rid rMallt Than OaaLgn i la 
'"■r yjri . EVubllfhed njt urn* a t L>«ar, 
PaJBJ! iaiu* irjulliiLi II LaapE nvrripl|ik. 

Thf fint Htm ib **lin»fi Nr atHuCam- 

IJmi iVrlle John AlUtti*. 10 TcracVa 

Pk *»/•■ sr-haii.M -u*ir. w. r. j»M_ 

aVarlrdrda, Trai. . la Fala.inp. Um hmxmmr bi 

TEl airyiltiaa arra - Anruni- Ln Nirrlh 
ra. Tullna ur anjr adjacrnl aLair ir|n la 
jnLar Baled InthEa [hailiral Hull' inlar- 

.|illiM,i»l all t*>iiiLLr tluir >L"-uLJ Lynliil 
tJ turnrr, £t ,f > V.» K,y B A™ , R.la.ah, 

Mt-rtlj Carolina IWW. Mt u now. ur 

?°» mhy have lo fiahl m lal t r, 

Any urn uitcit.ttd In a PfiU aatma of 

tUpln-tnacy » Oam*j wilL ■-., i-.;i,*d iaitJ:- 
Iv ahJ a Ffie i+ailv , ifcrtd. J it at, eeC-nnd, 
Bpd ihifd Etta-Lee srcJt rcJUita of ilddB 
Ba Flrtb-r«i J. Bvyi-tia. Till Tl. 1 Ld-b* F* : , 
Pliaebui. Vi, J3JF.1. 



intuit PBM, ■ 



pH#.<c. Jamaa 
*H [Fa,, a, L.J1 



♦ rsrsmri-, r*i 



a la play f r ur.lin. I rad 



, ?•! . , 



Hit. 



ILI.JJI 



hkla 



nd 



urionr nurnlJrr, .hlm.iijl- ri|ir i 
(bi 1 aidti, Kami*, and levrli ni ruin- 
mandj ye." duaJTB l» fJaVFI* FHUtlfP 
E«llf«r, The Tank, 15«>l B«r1c-n Heine 
].' >-*!-■■ 1 1: j- ■-» I Dr.. I'-aii-ii i-lii*.?. Map* 
tiJll^. .■M-irrnr.al Sru whU trt rtqu,Bafad 



^PFOHlirMTS WAKTEP 
A rlHAiaV "'Id frr4n ubahai "i ™\A y CFikn- 
rallnravill* mm a PRM arid alrtvular 
in A . H E k-avp pqiMpmrp.i In [irlnt f.'h\A 



,-,..,.. 



i fit 



Iron r.siat. or IBtlart' labal fvary AH 
girna ytvn awn and bftdbtllr which aide 

yDilTjallaVa-hAE Ike advanUaaby indica.1 
Jng what par'-ariiao* uf jtnui ynu iblkh 
**<k I14B uauBLly win.* on '-haav^»*K*- 
(fta.. , Midway Jipp. 6MI. ff.HV-. ii\. J 

vajnp* Fnr 'njry fir' t-*auJF». 5aQd /aij.T 
■•vuLaa" In.laradTahnann. I ?*» R^rhellB 
Jlr i Mpmblaf-ii <H>- mMi. T^ank yw , 

ft rum) arrara.1 hnmdrerl rfi,...!.. , fvjr 



T*.n. ftna- IM, tianEbn, 

ArXanaaa^ 

Hal,p wVntrd Any 4bl*.burilad Mf/uia. 

■ . i'jr :- . -V.i I i, i-L v' -k.il.--i,: lEii.vntH.bjiF 
til ihr: .limii'jill iiT iiiiucrialral JappftlWi 
Fje^f r iFnLF a.nd ability ^reJarabtp Ij-.li 
LiHjLiiFLaaiarji. jtilh Ihr yiilr ur gi^ui aat lull 
LApahta -al jJ.E.ntrojLn( Sotrlrt . Warld 
i ■■■ , --;■■■■, Inc. taun'L IbL Ibc na.ic 
Ih»# yuu| h Jf|n n&w S*t bip purpmer 
EampajiiEnBr Cj-U bp *.tH* Ib Arneld 
rrrildriFk. 13 Clk Eld. , WaylinJ, hfaaa, 
FhariF JSJ J4"7. _ 

in* irrBcitiFarp. th>- ihm»n* Uniii-i illy 

'.'. "r And >if«i-,:r '-.:,r,.- !=..<!,■!>■, dr4 
[rlaapFri lo i cL-apl coitcap nam in ruur 
Play.hy^ JAail SHlmgrad (iniri arinrad 
■by lha kill *rraiF K y i^ini* , w^liiv ' lha 

Irrr-niiiarB *pp pn* arr^pFlni): a llmlir* 

nurnbpr ul" l hal lrr.|/-r % .iif lilallr^rad. 
tuniatr Th- Irr'H'ib+ri. r/o H.np?r 
!"□ renter, M'mcirLil I|t%, Wall4 Quari- 
ra.ni;lF, lnd.ia.na EfnifEraiby. FvlirmriinK- 



' Aunlrt IlVf 


CD Ik'ncm ipmc war £arnrr a 


ii: llua irrl. 


Oanirl D. J. MT4lak, bit 


rhirbli NlnEh 


Kraal, htanlinWiH, Vfla. 



CiPEaONEN ii * A V T rn 

L>1 ii Ii lLi»un U»*l P&M hai tkaClaM 
Eha HmCoilL. Pnilibon* ol o prior I un r 
Lty aiiillahl* f«P ihnpa living In flallf. , 

Uriii^rj, tit Wi*Fl, id Fh# If&n Crrif Itt. 
^eiid a MiiLnc at |im<i nwnril, apja, 
PTMet 4>aPTlpMitin nf ynprapir. apri a 
BUrnrtikryf of pan rn j*» r1tn< n * iv Jty 
Wlhrvn, l>,*fr 'irmbrr, Mai Hani 1 City. 

l ^alifapnla BJLO^O- 

Sramn^ fara-iu-farF nppionanE win rn- 
jdj-a a. variEly lJ |cama a. E have Uallli 
B/ ihrBubaa. ftLarnari.*.. D'Daa. Dalllr 
dry, filraleua, Braadrldi and Aipk. 
An, wLlliny lo P lay any Alt k«nie. al- 
bhou<l, !r.i«ri'.n,r L* in mi ltd. Cd-nlaei 
Dad CanUur, aar M. i>lOb Antheral 
Ay;,, SfTLngfuLJ. V> 4.&I-5I75.. 
DBBtthPlll Ifr- LJHU S lllll, WjHaplgu, 
Obav, Blila, bi '.-...-. -L-. --. i. I"-.-...-' 
Stephen □cLilnief t U*> W,il.e FfHti 

flF4Tu. 51. X<w Vnak. 

Uillt la lei Will la.kc «i anytiiLr Ln 
|a,F*--H|-rBCF combat in ObII. trttty I bilT^* 
'UhLOh ilfla), SttU nftT iQ, Hl<tw|.y <Mpa. 
W* *bdn|, U -araUb AMI** K-Brn* (ESf b- 

lli h nda], Walar-lM ir-— ^..1 . . . ■ i mv-i, 
and T+tilr?t 41. WH*r* im li) ycrn 
Ehi#kBr,a (lining t Coma io ;#,*£ r.aniral 
Of., Ap^ I Suu1ft r fklWifCr, III,, 
Ja y_ H n ffrrian, Phnna Tjjraatjtj. 



AFfllMlgi Obalbmrnmlnd 



r Wa>Hr 



aVaraamer* Wauned 1 akJafaunia, 


gKW - (■ TWHV ijiiiMj. an.trfnaari fnr i 


Kiuikp. WlntA,ri. Culdi-atlu, TcUai 


' ■ if : raanHlnr 1n wnrld daminai 


AFhaniai, Brew Mrui-u anil [.un.iiana 


Hopai p far ■■ rr-ailng fom Panra r arm 


it) tfpiitmXhtP* -an tic Ijaudlf-iJ: at tliU 


AH lTlE#e*ai*d aann rTICE.ua Irulia 


Ibriir. SeFid bib and IHtTvritaittar IB J^IiFi 


min-Llir- r and umi icfaprnca ^□ulhjri 


Hall. iSH S."Lili UiuJIVLIIe. T-iLm. 


and a hlksry a( play lh- rbbarfebdrna rr 


tjklahpmariij,. 


Tbunui Ciawfaril. fine £81 IT, All, 


T-n cu^cJeta CKuntrlltrri^ilk Camea 


a. Ga. ID1!I, 



afid t+D ^crnplrte (Jre I [ V id l. r t ||fu irer- 

*I*fi lannG*. Wbll py r^iii°ii.ablB kriinii 
«. tiadiF V#w '..-Li, L-jur., a Day, T*e . 
Iiaya u 4 jh rj.eoat (anci in ««4n •*- 

eh*nu* lrVa.HK WUllBrna, Jw r , OUT W- 
IJ.Th.SH-. Ptnlm i City, flnftdk I24uli 



r\rhii]nj.- All ir UrianEa nf M litlir rJ- l"H!- i- 

fIiIf i rn.i. iliLi.ild LunliCt b-j ^jiikcH 
mrini paaaibJa Plcld hUrahal Chasrk 
Vliu AnraFi.un al OX 4->rS! B , Jti*l Hum. 



Ap;iirai*oF Hn-maBindp. tunh Army I* 








by i'i.- ULtWi luu.1 (vim ul iiir ■:;.>. , lj-,.l . 


CaHauaa may }v[n ui nwTip.li* ui. kto 
prrTcT tha fnrmar WTbi w will auhriLia 




:■,;,". ir i|i | k pUu 111 l^l.rL.li 11., 










we .i**ci up tkl ppecira min. Wrlii 





















Rulyr 






'rye* [*ldJUlt Blflf). finis* (r.thi-r aidrj, 
lictiea iK-fli, tTatflatpE^ 'Blllei *I4*|, 
and Ait Eka Karp* (t,* mm|. w nh: 
Till Jjaek*!, bdn 141 1. Villinavi Univ.. 

l/.LLanr.va J Irr.nna, 

Ouygod AuaKUnid ! ■'* r«. S a,iL W r,l WaVV 
uauiaia *./+ aikad Bp j-eatreCl lira [Frilled. 

iSaU«rni Banc-r>«n* an ioyth iVtm b.i 

man LLf*c lured *ith^n th* HapubHir rj-1 
Scvilh Aii-ita, f tit AOdiliBnaa lFvfBrrtna- 
tLon, jileaac- cud tart Hubert Miarp'hy 1 £i 

'■■ :,r Pl*c* k »■'.,■ I Vallay, CaJiiEnriiia. 

Pl*al-T ftKi4*B a klaVmuaFd, Kll-adJ- 

4zwa..a Baaaa 

laiaaraairhiwM hiB # a BtnXBU.1 :lk aaaatu 

wlatVBa 1« rbajlna* ulhfri lib* EP* Ln. 

BLilakrkia. PalJJ. a^aJJ , f .(* t n~.-, r ■ 
aid wlw. tanjal W1* hEa iwafll «THJfU T . 

Karulrj A, t*>6-**tt, ii* H t UBHI A**, j 

A+am Taalataii I rnaniaaiTi,? cAa liairtfaFAa, 
I am lijhii| br appwaaeafa Ln Taclart II 
W- -l, H'lJe-i, Ulnilr^y, ralriaU Ka.» r >. 
"i .!*■ In--, artd *,I*Ll-ararf la wbtcb 1 art. 
aba i t| ...'.f Blw ■ -ii.n ;mh •-.I 
n,...*|| vt,,,,/!, | U ^ ;f*|, Th* Cl Ltaki l 4 

CfcaJtiraaaei, J, t, 

TlaB fj.i;, A,H;.X. LI Hh Jar.lP.J Fdady 
far banlfll ]"ha «' p ■■ 1 ■ ruiri .. j i .a 
•wuhtari ITltllfcll 11 A»=** aa ■-.i.-f- 
ita fagnf La ana I FPT MaJaaai WTlE* 
■■ Uarr L -Laa«aaaaB" Karha.ii. al I Kill. 
BL,, Anabalm. CallJ. fllOa, of f evw« 

rrii.ancT. . 



ruin Llian,!. ia £lallnfrad at OltrBT AH 
WBj-uairTia? Al(u, 1 Will BKchangr, arlLial 
CatXITifen 1ina-ibE>, 3J-Day, iaif y«UF Paaq 
dEJ"a.jB1. CoAlMl Dick VTridund, 1 1*1 

WilUrd, S^inaw^Mjth. SBSfr 

II" iifj ii Bhyar.fl m th* Ipwa City ara* 

-,.f. wuaa be pIby UWmmr, Li-tny, 

VJaleil^fr. Airika Karpa, Bialra-, laeB- 
la. Ufa rt[r-jia cnniacl ma. l - m a«pai- 
LaniTEd kBB -Ui t-"" aitkap aLda. My 
addraaa ll .1 J I Mrii-o" QMM. My 
phoiiF LP Um-u^B^. Jim XaLlroa. 
If you are Ln I Tit IbBHaV, lllmolp. irn, 
.'..-. t4 th+ UbLy*iBily nf UIieio-Ip Wkr- 
|imt Clu-h. JiOu p. Tr. SL.riEtiiy In nnnj 
Jfh Elf ilwr rilLni IJuiciri un Ihr I arnpua. ur 

CaJ l Tonm Laal ^o^^diABa. 

■PJ^U 1 nprLCiiurnt p *r, i Fil i ■ i a ■ .- ,■ . ''■,!,■' 
and Afilka Kuril*. 1 will Lakr a.,,- iiaa. 
ttiy rqta. fawJul>l*q| Wrallb., ami Mur 
E|«ac In &lih>. WiLla John ^IibJIbI. 
5. 43^7 Hujaii. SyLjkaEli.. WkB^. tltQt. 
I wc, U IJ like lu iiai-r a Hfihl uujurlia'nl fill 
HlllB>l1l|.(HJllilBllT tllltB BlVlBJII ■PlltBtl 
and ntiM.-Uaf] Qf r\fr,k» Ji-.-r^a. Mas, 
I.Lo-iy-l.u #Llb anybody in lb* Yuta- 
jutwr iipi, Call 741-lilT or «nli 
Im.-rNilpcr, 1Kb SirariSt. , u.c 
yiljci CaUJ, 

MqJi rati It i *PT1 rLaiKcd ai r'^a.iTiBr WLils 
to g«l in loufh. wbth any other AnalQTi 
Hill fan a [m Ihf BfBB af !>••= fJ+f.l QfiIi. 
nanca Ttil tOMUali Chlha L-ak», CaUI. 
[nlaraalsd in pJaym; iny anil: in A.lj. 



llan >fi up PBM jama* wlih 
iiipi rii luijiir n-ll*-, aniJ 



Waanrr, pa* nlkOr*. KrTHin IVranLiain 

5S "f'sk'-IbfvcjUI twe lyin r(*J1 «7TT 

pay *jff rldp, la 1vr tJ rb-** irrmi, 
DUiruLTCb. UbJway. V-6oai. f ar lif a 11. 
GrLanborB "JI, Orlla ahaayt 'bl, iiun 
lam, Blllall kaa.t U-Ila.y F tJ^. -.ul ■ - 

fr*4, rUt-Lli Kdjr]i*a Wa wuiiLfl pralar 

(fc- lata. I iaLbia»B a/ thai j.al. . .» D-Oaj 
i:>J fJn. »■«■ *Jir liiif ft-aJi. P-rl, H. 
"rH« *r <Bll J*nw.« A. llAiaa, (L40 
■„..«>. i la... ;y 4 lh- L Tipu TIHO, 

PftfnBB atU B-taa.7. 

w^brtFrtt-aB vaDlferu In r lit AH |Eni|, 
fifW -lr: : h.i.,.1 :i., : A -. ill. pBaT|| 
Nu- itulL laowiat Tina la rw r .-:,..■. . - 

l--«-V-r .''iT'OiK I BHTIbIbI IHt. LT Ml- 

BfYwt. uU! wan AH |<ne WffmWmt^k 
•llllbaaf B.i KvraimPi, JHw-irHL oh aiab, 
rada, M. ■■.*-! H. *a*«Y. fi:v.i. Pmd. 

■w"-*'. ■■■■■«-.. -- J n ,;■'■,■,-.. £4i 

■■•J-:n..;| rr 

□pajriHiaa.'la vaniaal t* klay CanvaBiiFi, 
7*-vii*i iaf; ifliLta' ail .i MM, <-..■.-! 

ywwr l>,kaE. r~*va ~r -- : - .*- , | -,|i 
*Xa T ill tkaaa |iinai *1 tA* aawaaf 
t'-.T Fafllla-akriira nuba aiu 
the unit* fa* Lai -i.-^-i. -. ■: . Ally BI 
5* in rwin^hLL*. LiO'l ftjLW Jay. Pit 
l-.ur t h,, P BI 1 eylvaB LI. 



"Ji 



nnrjiiph Ur -jiiiJilv van cnuld t*c*mp I 
S-Ilfi of lbs moil aLila, *™i a||fra*pLv* 

tmmliilrttai ill A iWi m*wy- •"* "int 

(Mijy cwpa:rbFricld 4 hi:* f*rt «e>|dlBPB. 
'.■iLV ■.■■.!■ ELnBst i-.i. A|(r*BiBr. w* 
4Bii 'i i." ara what you -war* 1 (5]»r"», *«: . J 
Wi -ara BHly **a «h»i( jdu *i*. Wo T' - 
ply will ba CoHBtd+r+d in idrnifilon nf 
tWfelf. B-aiply: VU-ftH- ftai-irol, Ji_ , 
IttalHN A« Iba LflFBTlor, A|Biaaanp 
Hum#La.nd. "-lal Junlaia fl. . DulnU,. 

Th» Huq,. inaJ'Tnl' rtLit, lociJarli Ln Bin. 
,..-'. Prnnayav-ar.ia, wnuld Ilka lu p*l- 
anually ihallaujiF lha CdjiBdBlabt Army 
t.f VathaVanrhaPilM (Fai_e- Lti.iaiaJ iufitaar- 
bnc Hup aLatafnatil IbaE. CAP CfrnTolB P». 
Cau ul a«« ■:■:'. i:i ,..i.'i-: .i-=i P arLUB 
.hnuld -tU- m Cma Tairy 5wi*b. 417 
Biuadwar. Oanitrr. FMbbbi P' ttll 
V-jl-TOib, AnyolS* LntarBBUd I* Jolami 
the vicr-fiowlnj forepp of DdBk flJbBlald 



J. D«-Tluim 



Bfi Pier,.. Ave. 



*"W 



P-r.i 



w n 



Mil 



ta,4p*lanE edlJc** ■,-■ ■" ■ - — .fi ,6i*:-i! 
afr«r* If Bapl tha LnrincLt-ULty Bi any 
and all HuaBian dialpna*P al +-i»>l n- 
plaBkineBE r*i<a l» 5talin|e»ai, Sand 
mi tiai plaiim4n|at*, HUSnl WbBAIBan,, 
WLrWgu HI I. Harval-d, CktTL'bTldgiB. 
IU» tttlJj. 



:=- 



■'■ L '".I "\ ■--. ■■■'■ -.iTsraitac 

lt,d.e.TrCyir.i ipuatm iiida|l..rh ir «.„( 
Ffaabtp J44FI World C4rM r iittJTb, «Dc, La 
T*nn*-Bte.p Plaaip wrlia inKa-nny fialn. 
B4*7 L'alandl Lam", NaiBr1w|(E4. T-iih 
iTZd*. and/nr (a.e Fil H'-arJ"'' ra, laid 
DjrflHlc SI. r EaV.aH., H.nhiniriur, Ij, T. 
iDll 



Tc-tma, iFLBXpaplanvad ti->n i[ir.hi,ti 
- -ii -. , a -i.i-.a ,'■- i-Tp'-I BkoBPLaBLia «4BkB 
UtUUBJCMp Ffli' *n tllV raij,PP«?Ta In 

- : ■ ■ .-v any A.ti. |inii and chBiB. (4-ri. 

lac-t ■Kenny Wong, f>b Ijawl » Jr. , (fF1i1*M , 
1-Linn, {KiDLu ur phnnE HlaDZfiEO But, 
wpn'T prnmlin wHp'EI lif raally araliiFd. 



and pn< unart 



Vale-pB, *rid pn* qnartar (ti ma. Than 

■aflliST IB fBW iu»ho Inaa : ■■ the Elr*L riiund.. 
Alia: »Xpt\rlBne*dl airpmir wLihap to 
pL«y H-Djy h A/rika Karpa, flei[t r aaiirE 
nr WalerLoa try mall. WrLla AItLD 
yilea. ttt W, lailb, Ada, QklaJi&iiiA, 



AHabove ads arc inserted as a free service to full-year sub- 
scribers. We prefer ads to be typewritten and limited to 50 
words maximum. We reserve the right to re- word your 
copy. Only One ad per subscriber per issue is allowed. Ade 



will not be repeated from issue to issue, however subscrib- 
ers may re-submit the same ad, or new ads, for each suc- 
ceeding issue. Ads received ai*ter the 15th of the month 

preceding publication will appear in the following issue- 



